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THIRD OPENING; 



OR, THE 



QUEEN'S BISHOFS PAWN'S GAME. 



THIRD OPENING; 



OR, THK 



QUEEN'S BISHOP'S PAWN'S GAME. 



FIKST GAME. 
WiiiU' ISIaciL 

1. K.P. two squares. 1. K.P. two squares. 

2. Q.B.P. one square. 2. The best move for the 

Black is to play Q.P. two squares. In this game 
I shall suppose him to play K.B. to Q.B. fourth, and 
in the next KKt. to K.B. third. 

KB. to Q.B. fourth. 

3. K.Kt. to K.B. third. 3. If he play Q.Kt. to Q.B. 

third, you move K. B. to Q. B. fourth, and the position 
will be the same as in the ordinary^K. Kt. game. But if 

Q.P. one square. 

4. KB. to Q.B. fourth. 4. K he play Q.B. to KKt. 

fifth, you play Q. to Q.Kt. third. But if 

KKt. to KB. third. 

5. K. castles. 5. He ought now either to 

castle, or play Q. Kt to Q. B. third. But suppose 

KKt. takes KP. 

6. Q. to Q.R. fourth.+ 

FIRST DEFENCE. 

6. Q.B.P. one square. 

7. KB. takes KB.P.+ 7. K takes KB. 

8. Q. takes KKt., and your position is superior to the 

Black's. 

s 2 
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second defence. 

6. Q.B. to Q. second. 

7. KB. takes K.B.P.+ 7. K. takes K.B. 

8. Q. takes K.Kt. 8. Q.B. to Q.B. third. 

9. Q. to Q.B. fourth.+ 9. If he play K. to K. second, 

or K.B. third, you play Q.P. two squares, in order 
afterwards to play Q. B. to K. Kt. fifth. If he play 

K. to K. square. 

10. K.Kt. takes K.P. 10. If he play Q. to K.Kt. 

fourth, you take Q.B.j and then advance Q.P. two 
squares. But if 

Q.P. takes Kt. 

11. Q. takes KB. 11. Q. to KKt. fourth. 

12. KB. P. one square. 

White has the best position, with the advantage of a Pawn. 

THIRD DEFENCE. 

6. K to KB. square. 

7. KB. takes KB. P. 

In the first place^ 

7. KKt. takes KB. P. 

8. Q.P. two squares. 8. K.P. takes P. 

9. Q.B.P. takes P. 9. K.B. to Q.Kt. third. 

10. KR. takes Kt. 10. K takes KB. 

11. KKt. to K fifth.+ 11. K to KKt. square. 

12. K.Kt. to KB. seventh, and has evidently the best of 

the game. 

In the second place, 

7. KB. takes K.B.P.+ 

8. K to K.R. square. 8. Q.P. one square. 

9. K.Kt. takes KP. 9. If he play Q. to K second, 

you advance Q.P. two squares. But suppose 

KB. to Q.Kt. third. 

10. KB. to KR. fifth.+ 10 If he play K to K second, 

you should play Q.P. one square. If he play K. to 
K. Kt. square, you move Q. P. two squares. But if 

K.Kt. to KB. seventh.+ 

11. K. to K. Kt. square, and has much the best of the game. 
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2 

3. 



SECOND GAME. 

1. K.P. two squares, 1. K.P. two squares, 

2. Q.B.F. one square, 2. K.Kt. to K.B. third. 

3. You have now two ways of playing, viz. Q. to Q.B. 

second, or Q. P. two squares ; this latter move will be 
examined in the next game, at present I shall suppose 
you to play 
Q. to Q.B. second. 3. K.B. to Q.B. fourth. 

FIEST ATTACK. 

4. K.Kt. to KB. third. 

In the first place^ 

4. KKt. to its fifth. 

5. Q.P. two squares. 5. If he play K.B. to Q.Kt. 

third, you play K. R. P. one square, and then take K. P. 
with K. Kt. ; therefore, 

K.P. takes P. 

6. Q.B.P. takes P. 6. K.B. checks. 

7. Q.Kt. to Q.B. third. 7. Q. to K. second. 

8. KB. to Q. third, and will afterwards castle, andliave 

the best of the game. 

In the second place^ 

4. Q.Kt. to Q.B. third. 

5. K.B. to Q.B. fourth. 5. Q.P. one square. 

6. K castles. 6. K castles. 

7. Q.P. one square. 7. Q.B. to K.Kt. fifth. 

The game is equal. 

In the third place, 

4. Q.P. two squares. 

5. KKt. takes KP. 5. Q.P. takes KP. 

6. KB. to Q.B. fourth. 6. K. castles. * 

There is little difference in the position. 
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SECOND ATTACK. 

4. K.B.P. two squares. 

FIRST DEFENCE. 

4. K.Kt. to its fifth. 

5. K.Kt. to K.B. third. 

In tlie first place, 

5. KKt. to KB. seventh. 

6. Q.P. two squares. 6. K.Kt. takes K.R. 

7. P. takes K.B., and as you will afterwards gain K. Kt., 

you have the best of the game. 

In the second place, 

5. K.B. checks. 

6. K. to K. second. 6. KB. to Q.Kt. third. 

7. KB. P. takes P. 7. KKt. to KB. seventh. 

8. KR. to KKt. square. 8. KKt. to its fiftJi. 

9. Q. P. two squares, and you have evidently a much better 

game than the Black. 

SECOND DEFENCE. 

4. KB. takes KKt. 

5. KR. takes KB. 5. Q.P. two squares. 

6. KB. P. takes P. 6. K.Kt. takes KP. 

7. Q.P. two squares. 7. Q.B. to K.B. fourth. 

8. KB. to Q. third. 

The position of the White is slightly superior to that of* 
the Black. 



THIRD GAME. 

1. K.P, two squares. I. K.P, two squares, 

2. Q, B, JP. one square, 2. K, Kt. to K. B. third. 
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3. Q. P. two squares. 3. If he take Q. P., you will 

advance K.P., and then take P. with Q.B.P. But if 

K.Kt. takes P. 

4. Q.P. takes K.P. 4. KB. to Q.B. fourth sq. ; 

this, which appears a very good move, is in reality a 
bad one ; he ought to have played Q. P. two squares, 
and your best move would then be Q. B. to K. third. 

5. Q. to K.Kt. fourth. 5. As he may take KB. P. 

with K. Kt., or play Q. P. two squares, there will be two 
Variations on this move ; at present suppose he plays. 

KB. takes KB.P.+ 

6. K. to his second. 

FlllST DEFENCE. 

6. Q. to KR. fifth. 

7. Q. takes KKt.P. 7. KR. to KB. square. 

8. KKt. to KB. third. 8. If he play Q. to K. second, 

you move Q. B. to K. R. sixth, winning the exchange. 
But if 

Q. to K.R. fourth. 

9. Q.B. to KR. sixth. 9. KB. to Q.B. fourth. 

10. KKt. P. two squares. 10. If he check with KKt. at 

its sixth, you move K. to Q. square, winning the Kt. 
afterwards ; therefore, 

Q. to KKt. third. 

11. Q. takes Q. 11. P. takes Q. 

12. Q.B. takes R., and has considerably the best of the game. 

SECOND DEFENCE. 

6. KB. takes K.Kt. 

7. KR. takes KB. 7. Q.P. two squares. 

8. Q. takes KKt. P. 8. K.R. to KB. square. 

9. Q.B. to KR. sixth. 9. Q.Kt. to Q. second. 

10. KKt.P. one square. 10. Q. to K. second. 

11. KB. to KR. third. 11. If he take P. with Q.Kt., 

you take Q.B., and then K.R. ; therefore, 

KKt. to Q.B. fourth. 
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12. K.B. takes Q.Kt.'*- 12. Kt. takes K.B. 

18. K.R. to K. square, and the position of the White is 
very advantageous. 

THIRD DEFENCE. 

6. Q.P. two squares. 

7. Q. takes KKtR 7. K.R. to K.B. square. 

8. Q.B. to K.R. sixth. 8. KB. to Q.B. fourth. 

9. K.Kt. to KB. third. 9. KKt to KB. seventh. 

10. Q.Kt.R two squares. 10. Et. takes KR. 

11. P. takes KB. 11. Q.Kt. to Q. second. 

12. K.Kt. to its fifth, having a very fine game. 

FIRST VARIATION, 

BEQINNIMG AT THE FIFTH MOVE OF THE BLACK. 

1. K,P. two squares, 1. K,P. two squares. 

2. Q.B.P. one square. 2. K.Kt. to K.B. third. 

3. Q.P. two squares, 3. K.Kt. takes K. P. 

4. Q.P. takes P. 4. K.B. to Q.B. fourth. 

5. Q. to K.Kt. fourth. 5. KKt. takes KB. P. 

6. Q. takes KKt. P. 6. KR. to KB. square. 

7. Q.B. to KKt. fifth. 7. If he play KB. to K 

second, you win a piece by first taking K. B., and after- 
wards K Kt. ; therefore, 

KB. P. one square. 

8. P takes P. 8. If he play KR. to KB. 

second, you check at K. Kt. eighth, compelling him to 
interpose K. B. ; you then take K. Kt. But if 

KKt. takes KR. 

9. K. B. to K. second, having a forced won game. 

SECOND VARIATION. 

BEGINNING AT THE FIFTH HOVE OF THE BLACK. 

1, K.P. two squares. 1. K.P. two squares. 

2. Q.B.P. one square. 2. K.Kt. to K.B. third. 
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3. Q.P. two squares. 3. K.Kt, takes K.P, 

4. Q.P. takes P. 4. K.B. to Q.B. fourth. 

5. Q. to K. Ki. fourth, 5, Q. P. two squares. 

6. Q. takes K.Kt.R 6. KR. to KB. square. 

7. Q.B. to K. third. 7. If he play Q. to K. second, 

you play Q. Kt. to Q. second, in order afterwards to 
castle on the Queen's side. But if 

Q.P. one square. 

8. Q.B.P. takes P. 8. KB. tabes P. 

9. Q.Kt. to Q. second. 9. If he take Q.B., you will 

win by taking KKt. : but suppose, 





FIRST 


DEFENCE. 

KB. takes Q.Kt.P, 


10. 


Q.Kt. takes Kt. 


10. KB. takes Q.R. 


11. 


Kt. to KB. sixth.+ 


11. K to K second. 


12. 


Q.B. checks. 


12. K to K third. 



13. Checkmates in five moves. 

SECOND DEFENCE. 

9. KKt. takes Q.Kt. 

10. Q.R. to Q. square. 

In the first place, 

10. KB. takes Q.B. 

11. P. takes Q.B. 11. Q. to KR. fifth + 

12. K. takes Kt. 12. Q. to K.B. seventh.+ 

13. KB. to K second. 13. If he play Q.B. to K 

third, or Q. Kt. to Q. B. third, you should move K Kt. 
to K B. third, in order to play K. R. to K. B. square, 
wiiming the Queen. But if 

Q. to KR. fifth. 

14. K to Q.B. square, having an excellent position. 

In the second pUice, 

10. KB. takes Q.Kt.P. 
11. Q.B. takes Kt. 11. If he play Q. to Q. fourth, 

you should take K«R., and then check with Q.B. at 
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K. R. sixth. If he play Q. to Q. fifth, you move K. Kt. 
to K. B. third ; and if he then check at K. fifth, you 
interpose K.B., and afterwards castle, having the best 
of the game. 



FOURTH GAME. 

mim- matt. 

1. K.P, two squares. 1. X,P, two squares, 

2. Q. B. JP, one square, 2. Q. P. two squares. 

3. K.Kt. to KB. third. 

FIRST DEFENCE. 

3. Q.B. to K.Kt. fifth. 

4. Q. to Q.R. fourth.+ 

In the first placet 

4. Q. to Q. second. 

5. Q. to Q.Kt. third. 5. Q.B. takes Kt. 

6. Q. takes Q.Kt.P. 6. Q.B. takes K.Kt. P. 

7. KB. takes Q.B. 7. Q. to Q.B. third. 

8. Q. to Q.B. eighth. + 8. K to K. second. 

9. P. takes P. 9. Q. to Q. third. 
10. Q. to Q.Kt. seventh, winning Q.R. 

If on the fourth move he had interposed Q.Kt., or 
Q. B. P., you would have taken K P. with K. Kt. If on 
the fifth move he had played Q. Kt P. one square, or had 
taken your K. P., you would also take K P. with K. Kt. ; 
but if he had played Q.Kt. to Q.B. third, you ought to 
take Q. P. with K P. 

If on the sixth move he had played Q. to Q.B. third, 
you would win the Queen by attacking her with K B. 

If on the ninth move he play Q. Kt. to Q. second, you 
take Q.R. with Q., and afterwards check with the Pawn. 
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In the second place, 

4. Q.B. to Q. second. 

5. Q. to Q.Kt. third. 5. K he take P. with Q.P., 

you take K.P. with K.Kt, and will at'terwards win 
either K.B.P. or Q.Kt. P. : therefore, 

Q.B. to Q.B. third. 

6. KKt. takes K.P. 6. Q. to K. second. 

7. KKt. takes Q.B. 7. Q. takes K.P.+ 

8. K. to Q. square. 8. Q.Kt. takes Kt. 

9. Q. takes Q.Kt.P., and wins either Q.R. or Q.Kt. 

SECOND DEFENCE. 

3. Q.P. takes P. 

4. K.Kt. takes P. 4. If he play K.B. to Q.B. 

fourth, he will lose K. P. by your checking with Q. at 
Q.R. fourth. If he play KKt. to KB. third, or 
Q.B.P. one square, you play KB. to Q.B. fourth. 
Finally, if he play K.B.P. one or two squares, you 
check him with Q. at K. R. fifth, having a fine game. 

But if 

KB. to Q. third. 

5. It would not be good play to check with Q. and then 

take K. P., because you would lose K Kt. by his playing 
Q. to K. second, and afterwards K. B. P. one square ; 
your best move is 
KKt. to Q.B. fourth. 5. KKt. to KB. third. 

6. Q.P. two squares, and the game is even. 

THIRD DEFENCE. 

3. KKt. to KB. third. 

4. Q.P. two squares. 4. K.Kt. takes KP. 

5. KKt. takes KP. 5. KB. to Q. third. 

6. KKt. to Q. third. 6. Q.B.P. two squares. 

7. Q.P. takes P. 7. KKt. takes P. 

8. Q.B. to K third. 8. K.Kt. takes Kt. 

9. KB. takes Kt. 9. Q.Kt. to Q.B. third. 

This defence is by Major Jaenisch ; he says the game is 
quite equal ; I rather prefer the White's game. 
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DEFENCE. 



THE BtACK HAVING THE FIRST MOVE. 



FIKST GAME. 

1. K.P. two squares. 1. K.P. two squares. 

2. Q. B, P. one square. 2, Q. P. two squares. 

3. K.P. takes P. 3. Q. takes P. 

4. If he play Q. P. one square, you may play K. B. P. two 

squares. But if 





Q.P. two squares. 


4. P. takes P. 


5. 


P. takes P. 


6. KB. checks. 


6. 


Q.Kt. to Q.B. third. 


6. KB. takes Kt.+ 


7. 


P. takes KB. 


7. Q.B.P. two squares. 


8. 


Q.B. to K. third. 


8. P. takes P. 


9. 


P. takes P. 


9. Q.Kt. to Q.B. third, and 




your position is superior to his. 



SECOND GAME. 

»Iactu 

1. K. P. two squares. 1. K. P. two squares. 

2. Q.B. P. one square. 2. Q. P. two squares. 

3. Q.P. two squares. 3. KP. takes P. 
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4. Q. takes R 4. Q.P. takes P. 

5. Q. takes P+ 5. K.B. to K. second. 

6. K he play E.B. to Q.B. fourth, you play K.Et. to B. 

third, and afterwards castle. But if 
Q.B. to K.Kt. fifth. 6. If you play Q.B. to Q. 

second, in order afterwards to play it to Q. B. third, he . 
wiUwinQ.KtP. But if 

Q.Et. to Q. second. 

7. KB. to Q.B. fourth. 7. Q.Kt. to Q.B. fourth. 

8. Q. to K. second. 8. Q.B. to K. third. 

9. KB. takes B. 9. Q.Kt. takes KB. 

There is but little difference in the game. 



THIKD GAME. 
Slacit. Q»t<te. 

1. JT.P. two squares. 1. JT.P. two sqttares. 

2. Q. B. P. one sqtiare, 2. Q. P. two sqiiares, 

3. KKt. to KB. third. 3. P. takes P. 

In the first placey 

4. Q. checks. 4. Q.B.P. one square. 

5. Q. takes KP. 5. KB. to Q. third. 

6. K he were to take K P. with K Kt., you would play Q. 

to K. second, and afterwards K B. P. one square, win- 
ning KKt. But if 
Q.P. two squares. 6. KB. P. two squares. 

7. Q. to Q.B. second. 7. KP. one square. 

The position is in favour of the White, arising from the 
fourth move of the Black, which ought to have been 
K.Kt. takes P. 

In the second place, 

4. KKt. takes P. 4. KB. to Q. third. 

5. Q.P. two squares. 5. Q. to K second. 
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6. Q.B. to K.B. fourth. 6. K.B.P. one square. 

7. Q. to K.R. fifth. + 7. K. to K.B. square. 

8. K.Kt. to its sixth. + 8. P. takes Kt. 

9. Q. takes K.R. 9. K.B. takes B. 
10. KB. to Q.B. fourth. 10. Q.B. to K. third. 

White has the best of the game, having won a Bishop 
and Knight for a Rook. Black on the sixth move ought 
to have played K. Kt. to Q. B. fourth. 



FOURTH OPENING; 

OR, THE 

KING'S GAMBIT. 



THE KING'S GAMBIT. 



The Eong's Gambit is perhaps the most instructive, as 
it is certainly the most entertaining, of all the Openings. 
It abounds in difficult and interesting positions, and has 
more variety than any other method of beginning the 
game. 

Nearly all the best writers on the game of Chess agree 
that the King's Gambit is a hazardous game for the first 
player, because he sacrifices a pawn without gaining a 
corresponding advantage of position ; this is true, but it 
must not be forgotten that the second player has one 
of his pawns doubled, and that a pawn more, so circiun- 
stanced, does not necessarily win the game. 

In the former Openings, I have supposed the Black to 
play incorrectly, both in the Attack and Defence ; as that 
system could not be conveniently pursued in this Opening, 
I have throughout given the first move to the player of 
the White pieces ; the proper Defence will therefore be 
found in the moves of the Black. 

The King's Gambit is usually divided into two chief 
branches, viz. the King's Knight's Gambit, and the Bang's 
Bishop's Gambit; in the former, the King's Knight is 
played out on the third njiove ; in the latter, the King's 
Bishop. When, instead of either of these, the King's 
Rook's Pawn is played two squares, it is usually called 
the King's Rook's Pawn's Gambit. 



FOURTH OPENING; 



OR, THS 



KING'S GAMBIT. 



FIRST GAME. 

1. K.P. two squares. 1. K.P. two squares. 

2. K. B. P. two squares. 2. He may refuse to take the 

Pawn, and play either 
Q. to K. R. fifth square, checking. 
E.B. to Q.B. fourth. See the Second Game. 
Q. P. two squares. See the Third Game. 

K Kt. to K. B. third. See the Fourth Game. 

Q. toK.Rfifth.+ 

3. K.Kt.P. one square. 3. Q. to KB. third. 

4. K.B.P. takes P. 4. Q, takes P. 

5. K.B« to E.Kt. second. 

FIRST DEFENCE. 

5. If he play KB. to Q.B. 
fourth, you move K Kt. to K second, in order after- 
wards to advance Q.P. two squares. But suppose 

Q.P. two squares. 

6. Q.P. two squares. 6. Q. to K third. 

7. KP. one square. 7. Q.Kt. to Q.B. third. 

8. K Kt. to K. second, and you have the best position. 

SECOND DEFENCE. 

5. KKt. to KB. third. 
6. Q.P. two squares. 6. Q. to Q.R. fourth.+ 

T 
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7. Q.B.P. one square ; this is a better move than Q.B. to 

Q. second, as directed by Ponziani. See (A.) 
7. Q.P. one square. 

8. Q.Kt. to Q.R. third. 8. If he advance Q.P., you 

should play K.P. one square ; and if he then take 
Q. Kt. you should take K. Kt. But if 

Q.B. to K. third. 

9. K.P. one square. 9. K.Kt. to Q. fourth. 
10. Q.B. to Q. second, having a fine game. 

(A.) 

7. Q.B. to Q. second. 7. Q. to Q.Kt. third. 

8. K.P. one square. 8. Q. takes Q.Kt.P. 

9. Q.B. to Q.B. third. 9. K.B. to Q,Kt. fifth. 

In the first place^ 

10. P. takes K.Kt. 10. K.B. takes Q.B.+ 

11. If you play K. to B. square, he wiU take Q.P. with 

K.B. If 
Q.Kt. takes KB. 11. Q. takes Kt.+ 

12. K. to KB. gquare. 12. K Kt. P. takes P. 

In the second place, 

10. Q.B. takes B. 10. Q. takes B.+ 

11. Q.B.P. one square. 11. K he play Q. to Q.Kt 

seventh, you may take K,Kt. ; therefore 

Q. to K second. 

12. Q. to K second. 12. K Kt. to its square. 

Your game is not so good as it was before. 



SECOND GAME. 
^IBitte. »lacK. 

1. K,P. two squares, 1. K.P. two squares, 

2. K,B,P, two squares, 2. KB. to Q.B. fourth. 

3. KKt. to KB. third. 3. Q.P. one square. 

4. Q.B.P. one square. 
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first defence. 

4. Q. to K. second. 

5. Q.P. two squares. 5. K.P. takes Q.P. 

6. Q.B.P. takes P. 6. If be check with K B., you 

must not interpose either Q.B. or Q.Kt, because he 
would take K.P. with Q., checking ; but jou play K. 
to K. B. second, having a fine position. But suppose, 

In the first places 

Q. takes K.P + 

7. K to KB. second. 7. He must lose K.B. at the 

least, for if he play 

K.B. to Q.Kt. third. (A.) 
.8. K. B. checks. 8. If he interpose any piece, 

you play K. R. to K. square, winning the Queen ; 
therefore 

K. removes. 
9. K. R. to K. square ; also winning the Queen. 

(A.) 

7. KB. toQ.Kt. fifth. 

8. Q.R.P. one square. 8. KB. to Q.R. fourth. 

9. Q.Kt.P. two squares. 9. K.B. to Q.Kt. third. 
10. KB. checks, kc., as before. 

In the second place^ 

6. K.B. to Q.Kt. third. 
7. Q. Kt. to Q. B. third, and you have an excellent position. 

SECOND DEFENCE. 

4. Q.B. toKKt. fifth. 

5. P. takes KP. 5. Q.P. takes P. 

6. KB. to Q.B. fourth. 

In the first places 

6. KKt. to KB. third. 

7. KB. takes KB.P.+ 7. K. takes B. 

T 2 
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8. K.Kt. takes K.P+ 8. K. to K. square. 

9. K. Kt. takes Q. B., having the best of the game. 

In the second placcy 

6. Q.B. takes K.Kt. 
7. Q. takes Q.B. 7. K.Kt. to K.B. third, and 

the game is about equal. 



THIRD GAME. 

1. K,P, two squares. 1. K.P. two squares. 

2. K, B, P. two squares, 2, Q. P. two squares. 

3. K.P. takesP. 3. K he take KB. P. you 

should move K.Kt. to K.B. third. But if 

Q. takes P. 

4. Q.Kt. to Q.B. third. 4. Q. to K. third. 

5. K.Kt. to K.B. third. 5. If he play K.P. one square, 

you should move K. Kt. to K. fifth, in order, afterwards, 
to play K. B. to Q. B. fourth. If 

K.P. takes P.+ 

6. K. to K.B. second. This is a much better move than 

interposing either Q. or K. B., because you threaten to 
check with K. B., and afterwards to play K. R. to K. 
square. 

6. If he check with KB., 
you play Q.P. two squares, compelling him, as his best 
move, to play K. B. to K second. But if 

Q.B.P. one square. 

7. K.B. to K second. 7. KKt. lo KB. third. 

8. KR. to K square. 8. KB. to K second. 

9. K, to K. Kt. square, and the position is slightly in favour 

of the White. 
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FOURTH GAME. 



1. K.P, two squares. 

2. K.B.P. two squares. 

3. Q.Kt. to Q.B. third. 

4. Q.P. two squares. 

5. KB. to Q: third. 

6. Q. to K. second. 

7. K.P. one square. 



VUicit. 

1. K,P. two squares. 

2. KKt. to K.B. third. 

3. K.P. takes P. 

4. K.B. to Q.Kt. fifth. 

5. Q. to K. second. 

6. Q.Kt to Q.B. third. 





FIRST 


DEFENCE. 

7. Q.Kt. takesQ.P. 


8. 


P. takes KKt. 


8. Q.Kt. takes Q. 


9. 


P. takes Q. 


9. Kt. takes Q.Kt. 


10. 


Q.R.P. one square. 


10. KB. to Q.R. fourth. 


11. 


Q.B. to Q. second, and will win. 




SECOND 


DEFENCE. 

7. KKt. to Q. fourth. 


S. 


Q.B. to Q. second. 


8. Q.Kt. takes Q.P. 


9. 


Q.Kt. takes Kt. 


9. If he were to take Q.B. 




you re-take with K. 


But if 

Q. to KR. fiftli.+ 


10. 


KKt. P. one square. 


10. P. takes P. 


11. 


Q. to KKt. second. 


11. P. takes K.R.P.+ 


12. 


K to KB. square. 


12. P. takes KKt., becomes 




a Queen, and checks. 


13. 


Q. takes Q. 


13. Q. to Q. square. 


14. 


Q. takes KKt. P. 


14. KR. to KB. square. 


15. 


Q.B. to KKt fifth. 


15. KB. P. one square. 


16. 


KB. to KKt. sixth.+ 


16. P. takes KB. 


17. 


Q. takes P.+ 


17. KR. to KB. second. 


18. 


KB. checks. 


18. KB. interposes. 


19. 


KR. takes B.+ 


19. K takes R. 


20. 


Checkmates in three moves. 



278 kino's gambit. 

FIFTH GAME. 

mtar. Vlacit. 

1. K.P. two squares. 1. X.P, two squares. 

2. K.B.P. two squares. 2. K.P. takes P. 

3. K.B.P. two squares ; this mode of attack is not to be 

commended ; it is much better to plajK.Kt. to X.B. 
third. 

3. KB. to K. second. 

FIRST ATTACK. 

4. K.Kt. to KB. third. 4. Q.P. one square. 

5. Q.P. two squares. 5. Q.B. to KKt. fifth. 

6. Q.B. takes P. 6. KB. takes P.+ 

7. K you were to take K B. with K. R., you would lose the 

exchange ; therefore, 
KKt. P. one square. 7. KB. to KKt. fourth. 

8. Q.B. takes B. 8. Q.B. takes Kt., and has 

the best of the game. 

S£C0ND ATTACK. 

4. Q. to KKt. fourth. 4. KKt to KB. third. 

In the first place, 

5. Q. takes KKt P. 5. KB. to K.Kt square. 

6. Q. to KR. sixth. 6. KB. to Q. third. 

7. KR.P. one square. 7. KR. to KKt fifth. 

8. KP. one square. 8. K.B. takes P. 

9. J£ you play Q. P. one square, he will play K. B. to Q. 

third, and afterwards to K.B. square, winning the 
Queen. If you play K. B. to K second, he may play 
P. to K. B. sixth, haying a very attacking game. 

In the second place, 
6. Q. takes Gambit P. 5. K. castles. 

6. Q.P. one square. 6. Q.P. two squares. 

7. KP. one square. 7. KKt to KR. fourth. 

8. Q. to KB. second. 8. K B. P. one square, having 

the best of the game. 
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SIXTH GAME. 

1. K.P. two sqtiares. 1. K.P. two squares, 

2. Jf. B. P. two squares. 2. X. P. takes P, 

3. K.Kt. to KB. third. 3. K.Kt. to K.B. third. 

4. K.P. one square. 

FIBST DEFENCE. 

4. K.Kt to Q. fourth. 

5. Q.B.P. two squares. 5, K.Kt. to Q.Kt. fifth. 

6. Q.P. two squares. 6. K he play KB. to K 

second, you take P. with Q. B. If 

K.Kt.P. two squares. 

7. KR.P. two squares. 7. K.Kt. P. one square. 

8. KKt. to its fifth. 8. KB. P. one square. 

9. KKt. to K fourth. 9. KB. to K second. 
10. Q. B. takes P., and has an excellent game. 

SECOND DEFENCE. 

4. Q. to K. second. 

5. K.B. to K second. 5. K.Kt. to its fifth. 

6. Q.P. two squares. 6. KKt. to K sixth. 

7. Q.B. takes Kt. 7. P. takes Q.B. 

8. K. castles, and your position is much better than his. 

Black ought, on the third move, to have played K Kt. P. 
two squares^ defending the Grambit Pawn. 



SEVENTH GAME. 

1. K.P. two squares. 1. K.P. two squares. 

2. K.B. P. two squares. 2. K.P. takes P. 
S.^K.Kt. to K.B. third. 3. Q.P. one square. 
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4. KB. to Q.B. fourth. 4. Q.B. to KKt. fifth. 

5. Q.P. two squares. 5. K he play K.Kt.P. two 

squares, you move K. R. P. two squares. But if 

Q.B. takes KKt. 

6. Q. takes Q.B. 6. If he play Q. to K.B. 

third, you may take the Gambit Pawn, or play K. P. 
one square, with the view of taking Q.Kt.P. with Q. 
But suppose 

KKt. P. two squares. 

7. It would be good play to move Q. to Q. Kt. third, attack- 

ing two undefended Pawns ; or you may play 
KR.P. two squares. 

FIRST DEFENCE. 

7. KB. to K second. 

8. K.R.P. takes P. 8. KB. takes P. 

9. K Kt. P. one square ; recovers the Pawn, with a better 

position. 

SECOND DEFENCE. 

7. KB. to KR. third. 

8. Q, to KR. fifth. 8. Q. to K.B. third. 

9. P. takes P. 9. If he were to take K R.P. 

with Q., you would take KB. P. with Q., checking, 
and afterwards castle, having a very strong attack ; 
therefore 

KB. takes P. 

10. Q.Kt. to Q.B. third. 10. K.Kt. to K second. 

11. KP. one square. 11. If he take P. with P., you 

play Kt. to K. fourth, winning a piece. K he play Q. 
to K. Kt. second, you also play Kt. to K. fourth, having 
a fine attack. But if 

Q. to KKt. third. 

12. Q. takes Q. 12. KKt. takes Q. 

13. Kt. to Q. fifth. 13. K to Q. square. 

14. P. takes Q.P. 14. P. takes P. 
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15. K.Kt.P. one square, recovers the Pawn, with a better 
position than the Black. 

THIRD DEFENCE. 

7. K.B.P. one square. 

8. P. takes P. 8. P. takes P. 

9. Q. to K.R. fifth.+ 9. K. to Q. second. 

10. Q.B. takes Gambit P. 10. If he take Q.B. he wiU 

be checkmated in two moves. If he play Q. to K. B. 
third, you should take K. Kt. P. with Q. But if 

Q. to K. second. 

11. Q. to KKt. fourth.+ 11. K. to Q. square. 

12. Q. B. takes K, Kt. P., and has much the best of the game. 



EIGHTH GAME. 

1. K. P, two squares, 1. K, P , two squares, 

2. K.B.P. two squares. 2. K.P. takes P. 

3. K.Kt. toK.B. third. 3. K.Kt.P. two squares. 

4. K.B.P. two squares. 

FIRST DEFENCE. 

4. K.B.P. one square. 

5. KKt. takes K.Kt. P. 5. P. takes K.Kt. 

6. Q. checks. 6. K. to K. second. 

7. Q. takes P.+ 7. K he play KKt. to KB. 

third, you play K. P. one square. But if 

K. to K square. 

8. Q. to K.R. fifth.+ 8. K to K second. 

9. Q. to K fifth.+ 9. K. to KB. second. 
10. Wins the Queen, or checkmates in eight moves. 
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SECOND DEFENCE. 

4. K.Kt.P. one square. 

5. You have two ways of plajing, viz. K.Kt. to its fifth, 

(see the ninth Grame,) or 
K.Kt to K. fifth. 5. As he may play Qp to K 

second, or KB. to K. second, there will be two Varia- 
tions on this move. 

K.B.P. two squares. 

6. KB. to Q.B. fourth. 6. KB. to KR. second. 

7. Q.P. two squares. 7. Q.P. one square. 

8. KKt. to Q. third. 8. P. to K.B. sixth. 

9. If you play KKt.P. one square, Black would I think 

have the best of the game, having a Pa?ni more, and 
that a passed one. Suppose you play ' 
KKt. P. takes P. (A.) 9. KB. to K second sq. 

10. Q.B. to KKt. fifth. 10. KB. takes B. 

11. KR.P. takes B. 11. Q. takes P., and has the 

best of the game. 

Your fourth move of K R. P. two squares is not so attacking, 
nor probably so good an one, as K B. to Q. B. fourth. 

(A.) 

9. Q.B. to KKt. fifth. 9. P. takes K.Kt. P. 

10. KR. to KKt. square. 10. KB. to K second, and 
has the best of the game. 

FIRST VARIATION, 

BEGf'RNmO AT THE FIFTH MOVE OF THE BLACK. 

1. K.P.twasquarei^ 1. K. P. two squares. 

2. K.B. P. two squares. 2. K.P. takes P. 

3. K.Kt. to KB. third. 3. K.Kt.P. two squares. 

4. K.R.P. two squares. 4. K.Kt.P. one square. 

5. K.Kt. to K fifth. 5. Q. to K second- 
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FIRST ATTACK. 



6. KKt. takes KKt.P. 6. KB. P. two squares. 

7. KKt. to KB. second. 7. KB. P. takes P. 

8. Q. checks. 8. K to Q. square. 

9. Q. to KB. fifth. 9. KP. one square. 

In the first place^ 

10. Q.P. takes P. 10. P. takes P. 

1 1. K you play KKt. to Q. square, he will play KB. to R. 

third, in order to advance K. P., and win a piece ; 
therefore, 

KKt. to its fourth. 11. KKt. to KR. third. 

12. Kt. takes KKt. 12. KB. takes Kt., and has 

a pawn more, with a fine position. 

In the second place, 

10. KKt. to its fourth. 10. P. takes Q.P.+ 

11. K takes P. 11. Q.P. one square. 

12. Q. takes Gambit P. 12. K.R.P. two squares. 

13. KKt. to K thii-d. 13. KB, to KR. third. 

14. Q. to KB. second. 14. KKt. to KB. third. 

15. If you play KB. to Q. third, he ought to play KR. to 

K square, and afterwards K. Kt. to its fifth. But if 
K to Q. square. 15. KKt. to its fifth. 

16. Kt. takes Kt. 16. Q.B. takes Kt.+ 

17. KB. to K second. 17. KB. takes B. 

18. KB. takes Q.B. 18. KB. takes Q.Kt.P., and 

wins. 

SECOND ATTACK. 

6. Q.P. two squares. 6. KB. P. two squares; in- 

stead of this move it would be better to play Q.P. one 
square. See the third Variation. 

7. Q.B. takes P. 7. Q.P. one square. 

8. Q.B. to KKt. fifth. 8. KKt. to KR third. 

9. Q.Kt. to Q.B. third. 
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In the first flacey 

9. Q.P. takes KKt. 

10. Q.Kt. to Q. fifth. 10. Q. to Q. third. 

11. Q.B. takes K.Kt. 11. K.R. to K.Kt. square. 

12. Q.B. takes K.P. 12. Q. removes- 

13. Q.Et. takes Q.B.P., checks, and wins Q.R. 

In the second pktce, 

9. Q.B.P. one square. 

10. Q.B. takes Kt. 10. Q. takes Q.B. 

11. K.Kt. to Q.B. fourth, and your position is superior to 

the Black's. 

SECOND VARIATION, 

BEGINNING AT THE FIFTH MOVE OF THE BLACK. 

1. JT.P. two^ squares. 1. JT.P. two squares^ 

2. K.B.P. two squares, 2. K.P. takes P. 

3. K.Kt. to K.B. third. 3. K.Kt. P. two squares. 

4. K.R. P. two squares. 4. K.Kt. P. one square. 
6. K.Kt. to K. fifth. 5. KB. to K. second. 

FIRST ATTACK. 

6. KKt. takes KKt. P. 6. KB. takes P + 

7. KKt. to KB. second. 7. Q.P. one square. 

8. Q.P. two squares. 8. Q. to KKt fourth, and 

has the best position. 





SECOKD 


ATTACK. 


6. 


Q. takes KKt. P. 


6. Q.P. one square. 


7. 


Q. to KKt. seventh. 


7. Q.P. takes Kt. 


8. 


Q. takes KR. 


8. KB. takes P.+ 


9. 


K to Q. square. 


9. Q.B. checks. 


10. 


KB. interposes. 


10. Q.B. takes B.+ 


11. 


K takes Q.B. 


11. Q. to KKt. fourth. 
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In the first placcy 

12. KR. to KKt. square. 12. Q.Kt. to Q.B. third 

13. Q. takes KB. P. 13. Q Kt. checks. 

14. E. to Q. third. 14. Checkmates in six moves. 

In the second place, 

12. KR. takes B. 12. Q. takes K.Kt.P.^ 

13. If you play K. to K. square, he will play Q.Kt. to B. 

third, and afterwards advance the Gambit Pawn. But if 
K to Q. third. 13. Q.Kt. to Q.B. third. 

14. K you playQ. Kt. to Q.B. third, you will lose the 

Queen, or be checkmated in nine moves. If 
Q. takes K.R.P. 14. K. castles.+ 

15. K. to Q.B. third. 15. Q. to KKt. eighth. 

16. Q.P. one square. 16. Q. takes Q.B. 

17. KR. to its square. 17. Checkmates in six moves. 

In the third place, 

12. K to B. square. 12. P. to KB. sixth. 

13. KKt. P. takes P. 13. Q. to KKt. sixth. 

14. KR. takes B. 14. Q. takes P.+ 

15. K to K square. 15. Q. to KKt. sixth.+ 

16. K. to K second. 16. Q. to K.Kt. seventh.+ 

17. K to K square. 17. Q. to KKt. eighth.+ 

18. K to K second. 18. Q.Kt. to Q.B. third. 

19. Q.B.P. one square, 19. K castles. 

20. Q.Kt. to Q.R. third. 20. Q. to KKt. seventh.+ 

21. K to Q. square. 21. Q. to KB. sixth.+ 

22. K to Q.B. second. 22. KKt. to KB. third. 

23. Q. to KKt. seventh. 23. Q. to Q. sixth.+ 

24. K you play K. to Q. square, he will move Q. R. to K. Kt. 

square ; therefore, 
K to Q.Kt. third. 24. Q.Kt. to Q. fifth. + 

25. K you play K to Q. Kt. fourth, he will check with 

Q^B.P. But if 

K to Q.R. fourth. 25. Q. to Q.R. third. + 

26. K to Q.Kt. fourth. 26. Q.B.P. two squares.^ 

27. K. takes P. 27. Q.Kt. checks K. and Q. 
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THIRD VARIATION, 



BBOINNIVG AT THE SIXTH MOVE OF THE FIRST VARIATION. 



1. K,P, two squares. 

2. K. B. P. two squares. 

3. K.Kt. to K.B. third. 

4. K. R. P. two squares. 

5. K. Kt. to K. fifth. 
6.Q.P. two squares. 

7. KKt takes KKtP. 

8. K.Et. to K.B. second. 

9. Q. checks. 

10. Q.B. takes P. 

11. Q. to K. second. 

12. Q.B.P. two squares. 

13. Q.P. one square. 

14. Q.B. takes B. 

15. Q.Kt. to B. third. 

16. KKt. P. one square. 

17. K.R. to KKt. square. 

The position is in 



2. K.P. tahesP. 

3. K. Kt P. two scares. 

4. K. Kt P, one square. 

5. Q. to K second. 

6. Q.P. one square. 

7. KB. P. two squares. 

8. P. takes KP. 

9. K to Q. square. 

10. KKt. to B. third. 

11. KR.P. two squares. 

12. Q.B.P. one square. 

13. KB. to KR. third. 

14. KB. takes B. 

15. Q.B. to KB. fourth. 

16. KR. to K.Kt. third. 

17. Q.Kt. to Q. second. 

favour of the Black. 



NINTH GAME. 



1. K.P. two squares. 

2. K. B. P. two squares. 

3. K.Kt. to K.B. third. 

4. K. R. P. two squares. 



Vkcit. 

1. K.P. two squares. 

2. K.P. takes P. 

3. K. Kt. P. two squares. 

4. K. Kt, P. one square. 



5. The usual, and probably the best, move is to plaj K Et 
to K. fifth. I shall here, however, suppose you to play 
it to K. Kt. fifth, forming the Allgaier Gambit, com- 
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monly so called because Alloaibb, though not the 
inventor, took some pains in analysing it 
KEt. to its fifth. 

FIRST DEFENCE. 

5. K.R.P. two squares. 

6. KB. to Q.B. fourth. 6. K.Kt. to K.R. third. 

7. Q.P. two squares. 7. K.B.P. one square. 

8. Q.B. takes P. 8. P. takes K.Kt. 

9. K.R.P. takes P. 

In the firzt place^ 

9. KKt. to K.Kt. square. 

10. Q.B. to K. fifth. 10. Q. takes P. 

11. Q.B. takes K.R. 11. Q. to K. sixth.+ 

12. K. to KB. square. 12. Q. to KB. fifth.+ 

13. K to K second. 13. Q. takes KP.+ 

14. K to Q. second. 14. Q. takes KKt.P.+ 

15. Q. to K second, checks, and has the best of the game. 

In the second place, 

9. KKt. to KB. second. 

10. P. tq KKt. sixth. 10. K he play KKt. to KR. 

third, you play Q.B. to K fifth. If he play K.Kt. to 
Q. third, you take it with Q. B., and afterwards check 
with KB. But if 

Kt. to KKt. fourth. 

11. Q. to Q. second. 11. K he take KP., you 

check with KB., and afterwards with Q.B. at KKt. 
fifth, winning easily. But if 

KB. to KR. third. 

12. P. to KKt. seventh, and wins. 

• SECOND DEFENCE, 

5. KB. p. one square. 

6. Q. takes KKt. P. 6. P. takes KKt. 

7. Q. to K.R. fifth.+ 7. K to K second. 
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8. Q. takes K.Kt.P+ 8. K to K square- 

9. Q. to K.R. fifth.-^ 9. K. to K. second. 

10. Q. to K fifth + 10. K to K.B. second. 

11. K.B. checks, and wins the Queen at the least. 

THIRD DEFENCE. 

5. E.B.P. one square. 

6. K.Kt. takes KB. P. 6. K. takes KKt 

7. Q. takes KKtP. 7. K he play Q.P. one sq., 

you should check with E. B. ; if he play it two squares, 
you take the Gambit Pawn. But if 

In the first places 

Q. to KB. third. 

8. KB. checks. 8. K to K second. 

9. You would not gain a piece by taking K. Kt. with K B., 

because he would play K.R.P. one square. It is 
better to play 
Q.Kt. to Q.B- third. 9. Q.B.P. one square. 

10. Q.P. one square. 10. KR.P. one square. 

11. Q. to KB. third, and you will afterwards win the 

Gambit Pawn, having a game scarcely inferior to 
the Black. 

In the second place. 

7. KKt. to KB. third. 

8. Q. takes P. 8. KB. to Q. third; though 

this move appears bad in consequence of its confining 
Q. P.^ &c., yet it is really the best that can be played. 
It was first given in a German work of but little merit, 
published at Cassel in 1828, and intitled " Anweisung 
das Schachspiel gruendlich zu erlemen. Von Johann 
Homy." 

No. I. 

9. Q. to KB. third. 9. Q.Kt. to Q.B. third. 

10. Q.B.P. one square. 10. Q.Kt. to K fourth. 

11. Q. to K second. 11. Q.Kt. to KKt. fifth. 

12. KR. to its third. 12. Q. to K second. 
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13. Q.P. one square. 13. Q.B.P. one square, and 

has evidently the best of the game. 

No. n. 

9. Q. to K. B. second. 9. It would not be good play 

to move Q.Kt. to Q.B. third, because you would ad- 
vance Q. P. two squares. It is better to move 

K to E.Kt. second. 

10. K.B. to Q.B. fourth. 10. K.R. to K.B. square. 

11. Q.P. one square. 11. K.Kt. to its fifth. 

12. If you play Q. to Q. fourth, he will move K.B. to K. 

fourth. K you play Q. to K., or Q. second, he will 
check with K. B. at K. Kt. sixth, having much the best 
of the game. 



TENTH GAME. 

1. JSf.P. two squares. 1. K.P. two squares. 

2. K.B. P. two squares. 2. K.P. takes P. 

3. K. Kt. to K. B. third, 3. K Kt. P. two squares. 

4. K. B. to Q. B. fourth ; this is the usual and probably the 

best method of playing the attack. Black has several 
ways of playing against it, viz. 

1. K.B. p. one square. 

2. Q.P. one square. See the Eleventh Game. 

3. Q. to K. second. See the Twelfth Game. 

4. K. R. P. one square. See the Thirteenth Game. 

5. K.B. to KKt. second. Seethe Fourteenth and 

succeeding Games. 

6. K.Kt.P. one square. See the Nineteenth and 

succeeding Games. 
If instead of one of the above he were to play K. B. to 
Q.B. fourth, or K.Kt. to K.R. third, you should play 
u 
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Q.P. two squares. J£ he were to move Q.B.P. one 
square, you ought to play K. P. one square, in order if 
he advance Q. P. two squares to take it en passant, 
having in each case the best position. Suppose then 

that he plays 

4. K.B.P. one square. 

5. K.Kt. takes K.Kt.P. 

FIRST DEFENCE. 

5. P. takes K.Kt. 

6. Q. checks. 6. K. to K. second. 

7. Checkmates in three moves. 

SECOND DEFENCE. 

5. If he play K.R.P. two 
squares, you play Kt. to K.B. seventh, winning the 
exchange. But if 

KKt. to K.R. third. 

6. Q. to K.R. fifth.+ 6. K. to K. second. 

7. KKt. to KB. seventh. 

In the first place, 

7. Q. to K. square. 

8. Q. to Q.B. fifth.+ 8. Q.P. one square. 

9. Q. takes Q.B.P.+ 9. Q. to Q. second. 

10. Q. takes Q., and afterwards takes KR., having much 
the best of the game. 

In ike second place, 

7. KKt. takes Kt. 

8. Q. takes Kt.+ 8. K to Q. third. 

9. Q.P. two squares. 9. If he play KB. to KR. 

third, you check with K.P., winning with great ease. 
If he play Q.B.P. two squares, or Q.R.P. one square, 
you take P. with Q.B., having a very superior game. 

THIRD DEFENCE. 

5. Q.P. two squares. 
6. Q. checks. 6. K. to Q. second. 
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7. K.Kt. to K.B. seventh. 7. Q. to K. square. 

8. Q. takes Q.P+ 8. KB. interposes. 

9. K.Kt takes K.R., winning easily. 



ELEVENTH GAME. 

tmm^ VlarK. 

1. K,P. two squares, 1. K,P. two squares, 

2. K.B.P. two squares. 2. K.P. takes P. 

3. K, Kt. to K. B, third. 3. K. Kt. P. two squares. 

4. K.B. to Q.B. fourth, 4. Q.P. one square. 

5. K. R.P. two squares. 

FIRST DEFENCE. 

5. If he play K.B. to K 
second, or to K. R. third, you should take P. with P., 
having the best of the game in consequence of his 
Pawns being broken or separated. But if 

K.B.P. one square. 

6. It would not be the best play to sacrifice K. Kt. by taking 

K Kt. P., because he would play K. to Q. second when 
you check with Q. ; therefore, 
K.B. takes KKt. 6. KR. takes B. 

7. KR.P. takes P. 7. P. takes P. 

8. KR. takes KR.P., and your position is at least equal to 

the Black's. 

SECOND DEFENCE. 

5. Q.B. to K third. 

6. KB. takes B. 6. P. takes KB. 

7. KKt. take KKt. P. 7. Q. to KB. third. 

8. Q. to KKt. fourth. 8. K to K second. 

9. K castles. 9. K.Kt. to KR, third. 
10. Q. .takes Gambit P., and has the best of the game. 

u 2 
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THIRD DEFENCE. 



5. E.Et.P. one square. 
& KEt. to its fifth. 6. E.Et. to KB. third. 

7. Q.P. two squares. 7. E.B.P. one square. 

8. You would acquire a powerful attack by leaving your 
. E.Et en priscy and taking P. with Q.B. See the 

Variation. But suppose 
E.Et. to E. sixth. 

In the fir it placey 

8. Q.B, takes Et. 

9. KB. takes B. 9. Q. to E. second. 

10. Q.P. one square, and afterwards taking the Gumbit 
Pawn, will have the best of the game. 

In the second place^ 

8. Q. to E. second. 
9. KEt. takes Gambit P. 9. Q. takes E.P.+ 

10. K to KB. second. 10. KB. to K second. 

11. E. R. to E. square, and though you have a Pawn less yet 

I think your position more than equivalent. 

VARIATION, 

BEGINNING AT THE EIGHTH MOVE OF THE WHITE. 

8. Q.B. takes P. 8. P. takes KEt. 

9. Q.B. takes P. 9. The best move is to play 

E.B. to E. second, you would then take E.Et., and 
your position would be slightly superior to his, though 
you lose your E. R. P. But suppose he plays 

Q. to Q. second. 

10. E. castles. 10. Q.B.P. one square. 

11. Q. to Q. second. 11. Q. P. one square. 

12. KP. takes P. 12. Q.B.P. takes P. 

13. QwEt. to B. third. 13. If he take KB., you 

should check with Q.R., winning the game. If he 
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play Q. to Q. third, 70U check with E.B., and then 
play K. R. to K B. sixth. But if 

Q.Kt. to Q.B. third. 

14. Q.R. checks. 14. Q.Et. to K. second. 

15. Q.Kt. takes P. 15. KKt to its square. 

16. Q.B. tekes Kt. 16. KB. takes B. 

17. Q.R. tekes B.+ 17. Kt. takes R. 

18. Q.Kt. to K.B. sixth, checks, and wins. 

You might on the eighth move have varied the attack 
by taking P. with P. instead of with Q.B. ; but I am not 
quite sure that you would then have the best of the gam^. 
See this mode of play given at some length in my Second 
Series of Lessons, page 190. 



TWELFTH GAME. 

1 . JT. p. two squares. 1. K.P. two squares. 

2.. K.B.P. two squares. 2. jBT.P. takes P. 

3. K.Kt. to K.B. third. 3. K.Kt.P. two squares. 

4. K.B.to Q.B. fourth. 4. If he play KB. to K. 

second, you play K. Kt to K. fifth. But suppose 

Q. to K. second. 

5. Q.P. two squares. 

FIRST DEFENCE. 

5. Q. tekes K.P.+ 

6. K to KB. second. 6. If he play Q. to KKt. 

third, you play KKt. to K. fifth. If he play KB. to 
K second, you take KKt. P. But if 

Q. to KB. fourth. 

7. KB. checks. 7. KB. to K second. 

8. KR. to K fifth. 8. Q. removes. 

9. KKt. takes KKt. P., and has an excellent game. 



kino's 


GAMBIT. 


SECOND 


DEVENCE. 




5. 


KB. to K.Kt second. 


third. 


6. 


K.Kt.P. one square. 




7. 


P. takes KKt. 


th. 


8. 


P. takes KKt. P. 


second. 


9. 


Q. to Q. square. 




10. 


Q.P. one square. 
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6. Q.Kt. to Q.B 

7. E. castles. 
8.:Q.Kt. to Q. fi 
9. KR. to KB. 

10. Q.B. takes P. 

11. Q. to KR. fifth. 

In the first place, 

11. KB. takes Q.R 

12. Q.B. to K third. 12. Loses a piece. 

In the second place^ 

11. Q.B. P. one square, 

12. Q.B. to KKt. fifth. 12. Q. to Q. second. 

13. KR. takes KB. P., having a forced won game. 

In the third place, 

11. Q.B. to K third. 

12. Q.B. to KKt fifth. 12. Q. to Q. second. 

13. Kt. takes Q.B.P.+ 13. Q. takes Kt. 

14. KB. takes B. 14. KB. takes P. 

15. KB. takes KB.P.+ 15. K to Q. second. (A.) 

16. Q. to KR. third.+ 16. K to Q.B. third. 

17. KB. to Q. fifth.+ 17. K removes. 

18. Q. to Q.R. third, or to Q.Kt. third, checks, and wins the 

Queen in a few moves. 

(A.) 

15. K to KB. square. 

16. KB. to Q.Kt. third.+ 16. KB. takes R.+ 

17. K takes B. 17. Q.Kt. to Q.B. third. 

18. K takes KKt. P. 18. Kt. to K fourth. 

19. R. to K.B. square, checks, and has a forced won game. 

In this game the error of the Black consists in playing 
Q. to K second on the fourth move, instead of KKt. P. 
one square, or K.B. to K.Kt, second. 
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THIETEENTH GAME. 

1. K.P. two squares. 1. K,P. two squares. 

2. K. B. P. two squares. 2. K.P. takes P. 

3. K.Kt. to K.B. third. 3. K.Kt.P. two squares. 

4. K.B. to Q.B. fourth. 4. K.K.P. one square. 

5. KKt to K fifth. 5. K.K. to K.R. second. 

6. Q.P. two squares. 6. If he play KB. to K. 

second, you should play Q. to K. R. fifth. If he play 
Q. to K. second, you play Q. to Q. third. But if 

Q.P. one square. 

7. K.Kt. takes KB. P. 7. KR. takes Kt. 

8. KB. tekes KR.+ 8. K takes KB. 

9. KR.P. two squares. 

FIRST DEFENCE. 

9. KB. to K second. 
10. KR.P. takes P. 10. If he take P. with KB., 

you take Gambit P. with Q.B. ; and if he take Q.B., 
you play Q. to K.B. third, recovering the piece, with a 
better position ; therefore, 

P. takes P. 

1 1. Q. checks. 11. If he play K to B. square, 

or to B. third, you play K.Kt.P. one square. If he 
play K to K third, you check with Q. at K.Kt sixth; 
and on his playing K. to Q. second, you play R. to 
K R. eighth. But suppose he plays 

K. to Kt. second. 

12. KKt. P. one square. 12. P. takes KKt. P. 

13. Q. to KR. seventh.+ 13. If he play K. to B. third, 

he will be checkmated in four moves ; therefore, 

K. to B. square* 

14. K. castles.^ 



296 king's gambit. 

In the first place, 

14. K.Kt. to B. third. 

15. Q.B. teke? P. 15. Q.B. to K. third. 

16. Q. to E.B. eighth, checks, and afterwards takes Kt., 

winning easily. 

In the second place, 

14. KB. to KB. third. 

15. Q.B. takes P. 15. Q. to K second. 

16. Q. to KR. fourth. 16. If he play K to Kt second, 

you take KB. with Q.B., afterwards check at KEt. 
fourth, and then play Q.Kt. to Q.B. third, having the 
best of the game ; therefore, 

K to B. second. 

17. Q.Kt. to B, third. 17. Q.B.P. one square. 

18. KP. one square. 18. Q.P. takes P. 

19. Q.Kt. to K fourth. 19. Q.Kt. to Q. second. 
.20. Q.B. takes B. 20. Q.Kt. takes B. 

2J. R. takes Kt.+ 21. Kt. takes R. 

22. Q.R. to KB. square, and wins. 

SECOND DEFENCE. 

9. KKt. to B. third. 

10. K.R.P. takes P. 10. P. takes P. 

11. KKt.P. one square. 11. Q.B. to KKt. fifth. 

12. Q. to Q. third. 12. P. takes K.Kt. P. 

13. Q. takes P. 13. Q. to K. square. 

14. K. castles, or Q.Kt. to B^ third, having a fine attack. 

THIRD DEFENCE. 

9. Q. to KB. third. 

10. Q.Kt. to Q.B. third. 10. Q.B.P. one square. 

11. KR. to KB. square. 11. KKt. to K second. 

12. KKt. P. one square. 12. If he play KKt. to its 

third, you play K.R.P. one square, and then take P. 
withQ.B. But if 

Q.B. to KR. sixth. 
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13. R. to KB. geoond. 13* K. to K. square. 

14. K.R.P. takes P. 14. K.R.P. takes P. 

15. Q. checks, and wins Q.B. 



i^OUKTEENTH GAME. 

.mtOe. Vlacit. 

1. K,P. two squares. 1. K.P. two squares. 

2. K, B. P. two squares. 2. K. P. takes P. 

3. K.Kt to K.B. third. 3. K.Kt.P. two squares. 

4. K.B. to Q.B. fourth. 4. K.B. to KKt. second; thig 

move is considered by many writers as the best that can 
be played ; there is no doubt that it is superior to those 
that have been already examined. Some authors, how- 
ever, prefer advancing K. Kt. P. one square, attacking 
the K.Kt. I also prefer this move, supposing that 
the first player dare not then play the Muzio Gambit ; 
but this is doubtful, from the new mode of playing the 
attack, which will be given when we come to treat of 
that peculiar game. The object of this move (KB. to 
Kt. second) is to defend K. B., and to prevent your mov- 
ing K Kt. to K fifth. You have two modes of attack, 
viz. to play K.R.P. two squares, in order to break 
through the Pawns on his King's side, or to castle. 
I shall first suppose that you play 

5. K.R.P. two squares. 

FIRST DEFENCE. 

5. K.B. p. one square. 

6. KKt. takes K.Kt.P. 6. P. takes Kt. 

7. Q. checks. 7. K. to K. second. 

8. Q. to KB. seventh.+ 8. K to Q. third. 

9. Q. takes KB., having a much better game tlian the 

Black. 
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second defence. 

5. K.Et.P. one square. 

6. K.Kt to its fifth. 6. K.Kt to K.R. third. 

7. Q.P. two squares. 7. K.B.P. one square. 

8. Q.B. takes P. 

In the first plctce, 

8. P. takes KKt 

9. Q.B. takes P. 9. KB. to KB. third. 

10. Q.B. takes Kt. 10. KB. takes KR.P.+ 

11. K. to K second, and your game is at least equal to his. 

In the second place, 

8. Q.P. one square. 
9. K castles. 9. P. takes KKt. 

10. Q.B. takes P. 10. Q. to Q. second. 

11. Q. to Q. second. 11. KKt. to its square. 

12. KR. to KB. seventh, winning KB., unless the Black 

take K R., in which case you win the Q. ; and although 
Black will then have three pieces for the Queen, yet 
your game will be better than his, owing to the superi- 
ority of your position. 

THIRD DEFENCE. 

5. KR.P. one square. 

6. Q. P. two squares. 6. Q. P. one square ; he might 

also play Q. B. P. one square. See the Variation. 

7. Q.B.P. one square. 7. He ought now to play 

either Q. to K. second, or Q. B. P. one sq. : but suppose, 

In the first place, 

Q.B. to KKt fifth. 

8. Q. to Q.Kt. third. 8. Q.B.toKR. fourth. (A.) 

9. KR.P. takes P. 9. P. takes P. 

10. KR. takes Q.B. 10. KR. takes R. 

11. KB. takes KB.P.+ 11. K to KB. square. 

12. KB. takes KR., and having gained a piece will win. 



J 
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(A.) 

8. Q.B. takes Et 
9. KB. takes KB.P+ 9. K. to KB. square. 

10. KKt.P. takes Q.B. 10. If he play Q.Kt. P. one 
square, you take K. Kt. P. ; if he retake with K E. P. 
he will lose a piece. If he play K. Kt. anywhere, you 
take Q. Kt. P. It would not have been good play had 
you taken Q.Kt.P. on the ninth move, because he 
would have taken K.P. with Q.B. Your position is 
superior to the Black's. 

In the second place, 

7. Q.B. to K. third. 

8. KB. takes Q.B. 8. KB. P. takes KB. 

9. K.R.P. takes P. 9. KR.P. takes P. 

10. KR. takes R. 10. KB. takes R. 

11. Q. to Q.Kt. third, aiid wins a Pawn ; for if Black play 

Q. to Q. B. square, he will lose K Kt. P. 

VARIATION, 

BEGINNING AT THE SIXTH MOVE OF THE BLACK. 

1. K.P, two squares. 1. K.P. two squares. 

2. jBT. B:P. two squares. 2. K, P. takes P. 

3. K.Kt. to K.B. third. 3. KKt.P. two squares. 

4. KB. to Q.B. fourth. 4. K.B. to KKt. second. 

5. K B. P. two squares. 5. K. B. P. one square. 

6. Q.P. two squares. 6. Q.B.P. one square. 

7. Q. to Q. third. 

FIRST DEFENCE. 

7. Q.P. two squares. 

8. KP. takes P. 8. Q.B.P. takes P. 

9. KB. checks. 9. Q.Kt. to Q.B. third. 
10. KR.P. takes P. 10. KR.P. takes P. ' 
H. KR. takes R. 11. KB. takes R. 

12. Q. to KR. seventh, winning a piece. 
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FIRST 


DEFENCE. 

13. Q.B. takes P. 


14. 


KB. takes B, 


14. KKt. to KB. third. 


15. 


KB. takes KB.P.+ 


15. K to KB. square. 


16, 


Q. to KKt. sixth. 


16. Q. takes KB. 


17. 


Q. takes KKt. P. 


17. KKt. takes KP. 


18. 


Q. takes Gambit P. 


18. Q. takes Q. 


19. 


Q.B. takes Q. 





Black has the best of the game. 



SECOND DEFENCE. 

13. KKt. to KB. third. 

14. P. takes KB.P.+ 

In the first placCy 

14. K to KB. square. 

15. Q.B. takes P. 15. If he take either Q. or 

Q. B. you will checkmate him : therefore, 

KKt. takes KP. 

16. Q.Kt. to Q. second. 16. P. takes Q.B. 

17. Q.Kt. takes Kt., and though Black has gained a piece, jet 

you have a very strong attack, perhaps equivalent to 
the piece lost ; this arises from his playing K. to K B. 
square. 

In the second place, 

14. K. to K second. 

15. Q. to K second. 15. Q.B. to K third. (A.) 

16. KB. takes B. 16. K takes KB. 

17. Q. to KB. fourth.+ 17. If he play K to Q. second, 

you play Q. to Q.Kt. fourth, attacking Q.Kt. P., and 
threatening to advance the Pawn to Queen ; therefore, 

K to K. second. 

18. Q. to Q.Kt. fourth.+ 18. K takes P. 

19. Q. takes Q.Kt.P., checks, and afterwards takes Q.R.^ 

having the best of the game. 
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(A.) 

15. Q.B. to KKt fifth. 

16. Q. to Q. third. 16. Q.Kt. to Q. second. 

17. Q. to Q. fourth. 17. K.Kt. to K.R. fourth, and 

has decidedly the best of the game. 



SEVENTEENTH GAME. 

1. JSr.P. two squares. 1. K.P, two squares, 

2. K.B.P. two squares. 2. K.P. takes P. 

3. K.Kt. to KB. third. 3. K.Kt P. two squares. 

4. K.B. to Q.B. fourth. 4. KB. to K.Kt. second. 

5. K. castles. 5. If he play K.Kt. P. one 

square, you may leave K. Kt. en prise, in imitation of 
the Muzio Gambit, and play Q.P. two squares, or 
Q. B. P. one square. But suppose 

Q.P. one square. 

6. Q.B.P. one square. 6. Q.B.P. one square. 

7. Q.P. two squares. 





FIEST 


DEFENCE. 

7. K.R.P. one square. 


8. 


K.Kt. P. one square. 


8. P. takes KKt. P. 


9. 


KB. takes P.+ 


9. K. takes KB. 


10. 


Kt. to K. fifth.++ 






In the first phice. 



10. K. to K third. 

11. Q. to KKt. fourth.+ 11. K to K second. 

12. KR. checks. 12. K to K. square. 

13. Q. to KR. fifth. 13. P. takes K.R.P.+ 

14. K to KR. square. 14. Must lose the game, for if 

he take Kt., or play K.Kt. to KB. third, he will be 



304 ; king's gambit. 

checkmated in two moves. If lie play Q.B. to K. 
third, you will checkmate in three moves. 

In the second place j 

10. K. to K. second. 

11. KB. checks. 11. K. to K. square. 

12. Q. to K.R. fifth, &c. as before. 

The error of the Black in this defence consists in taking 
K.Kt.P. on the eighth move, instead of playing K.Kt.P. 
one square. 

SECOND DEFENCE. 

7. Q.P. one square- 

8. K.P. takes Q.P. 8. Q.B.P. takes P. 

9. KB. checks. 9. K he interpose Q.B. you 

should check with Q. at K second, forcing him to move 
his Bang, for if he interpose any piece he will lose 
KKt.P. ; therefore, 

Q.Kt. to B. third. 

10. Q. to Q.R. fourth. 10. Q.B. to Q. second. 

11. KB. checks. 11. K to KB. square. 

12. KB. takes Kt. 12. Q.B. takes B. 

13. Q. to Q.Kt. fourth.+ 13. KKt. to K second. 

14. KKt. takes P., and has the best of the game. 

Black on the seventh move ought not to have played 
Q.P. one sq., he should have moved K.K.P. one sq. 



EIGHTEENTH GAME. 

1. K.P. two squares, 1. K.P. two squares, 

2. K,B,P, two squares. 2. K,P. takes P, 

3. K,Kt. to K.B. third, 3. K,Kt.P. two squares. 
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4. K.B. to Q.B. fourth. 4. KB. to K.Kt, second. 

5. K, castles, 5. Q. P. one square. 

6. Q.P. itwo squares. 6. Q.Kt. to Q.B. third. 

7. Q.B.P. one square. 7. K.Kt.P. one square. 

8. KKt. to K. square. 8. P. to K.B. sixth. 

9. K.Kt. takes P. 9. P. takes K.Kt. 

10. Q. takes P. 10. Q. to K. second. 

11. KB. takes KB.P.+ 11. K. to Q. square. 

12. Q. to KKt. third. 12. Q. to KB. square. 

13. Q.B. checks. 13. If he play Q.Kt. to K 

second, you move K. B. to K R. fifth, in order after- 
wards to play K. P. one square ; therefore, 

KEt to K second. 

14. Q.P. one square. 14. Q.Kt. to K fourth. 

15. Q.B. takes KKt.+ 15. If he take with Q., he 

loses K.B. ; therefore, 

K takes Q.B. 

16. Q. to KKt. fifth.+ 16. K to Q. second. 

17. KB. to K sixth, checks, and wins the Queen. 



NINETEENTH GAME. 

1. K.P. two squares, 1. K.P» two squares. 

2. K.B. P. two squares. 2. K.P. takes P. 

3. K.Kt. to KB. third. 3. K.Kt.P. two squares. 

4. K.B. to Q.B. fourth. 4. KKt. P. one square. 

5. If you now castle, or play Q. P. two squares, and Black 

take K. Kt., it constitutes the Muzio Gambit, which see. 
There are two other ways of playing, viz. 

No. 1. K.Kt. to K fifth. 

2. KB. take K.B.P.+ See the Twentieth Game. 

I shall in this game suppose you to play 
KKt. to K fifth. 5. The best move for the 
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Black is to check with Q. See the Twenty-first and 
succeeding games. Bat I shall suppose him to play 

KKt. to KR. third. 

6. It would not be good play to take K.Kt.P. with K.Et.y 

see the Second Attack ; it is better to play 

PIBST ATTACK. 

Q.P. two squares. 6. Q.P. one square. 

7. KKt. to Q. third. 7. P. to KB. sixth. 

8. KKt. P. one square. 8. If he play KB. P. two 

squares, you should take KKt., then KB. P., and 
afterwards play K R. P. one square. But if 

KKt. 'to its square. 

9. KR.P, one square. 9. KR.P. two squares. 
= 10. P. takes KKt. P. 10. Q.B. takes P. 

11. K to KB. second. 11. K.R.P. one square. 

12. Q.B. to KB. fourth. 12. KB. to K second. 

13. Q.Kt. to Q. second. 13. KR.P. takes P.+ 

14. K takes P., and will ultimately win the Gambit Pawn, 

and have the best of the game. 

SECOND ATTACK. 

6. KKt. takes KKt. P. 6. Q. checks. 

7. KKt. to KB. second. 7. Q.P. two squares. 

8. If you take P. with K B., you lose the Queen. If you 

play K. B. to K. second, he will take K P. Suppose, 

In the first place, 

KB. to Q. third. 8. KB. to Q.B. fourth. 

9. Q. to K second. 9. K.Kt to its fifth. 

10. KR. to KB. square. 10. KKt. takes Kt 

11. KR. takes Kt. 11. Q. takes KR.+ 

12. Q. takes Q. 12. KB. takes Q.+ 

13. K. takes KB. 13. Q.P. takes P., and having 

gained a Rook for a Bishop, has evidently the best of 
the game. 
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In the second phtce^ 



8. K.P. takes P. 8. 

9. KB. checks. 9. 

10. P. takes Q.B.P. 10. 

11. K. to B. square. 11. 

12. K. takes P. 12. 

13. K. to K.B. square. 13. 

and wins. 



P. to K.B. sbfth. 
Q.B.P. one square. 
Q. to K. second."** 
P. takes K.KtP.+ 
Q. to K.Kt. fourth.+ 
Q. takes E.B., checks, 



TWENTIETH GAME. 



^aitite. 

1. K. P. two squares, 1. 

2. K. B, P. two squares. 2, 

3. K. Kt. to K. B. third. 3. 

4. K.B. to Q.B. fourth. 4. 



K.P. two squares. 
K.P. takes P. 
K. Kt. P. two squares. 
K. Kt. P. one square. 



6. 



K.B. takes K.B.P.+ ; this is not a very good move, but 
it may be ventured against an inferior player. 
5. E. takes K.B. 
KKt. to K. fifth.+ 



FIRST DEFENCE. 

6. K. to K third. 

7. Q. takes P.+ 7. K. takes Kt. 

8. Q. to KB. fifth.+ 8. K. to Q. third. 

9. Q.P. two squares. 9. If he check with Q., you 

will play E. Kt. P. one square ; and if he take P. with 
P. he will lose the Queen at the least. But if 

K.B. to K.Kt. second. 



10. 


Q.B. takes P.+ 


10. K. to K second. 


11. 


Q.B. to K.Kt. fifth.+ 


11. K.B. to K.B. third. 


12. 


K. castles. 


12. Q. to K.B. square. 


13. 


Q. to K. fifth.+ 


13. K to Q. square. 


14. 


K.E. takes K.B., and 


wins easily. 




X 


2 
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second defence. 

6. K. to K. square. 

7. Q. takes KKt.P. 7. If he were to play Q.P. 

one square, he would be checkmated in two moves. 
The move usually played is Q. to K. B. third, in order 
to defend the Gambit Pawn ; it is a good move, but 
not so simple and easy as 

K.Kt. to KB. third. 

8. Q. takes Gambit P. 8. Q.P. one square. 

9. KKt to Q.B. fourth. 9. Q.Kt. to Q.B. third. 

10. K. castles. 10. KB. to KKt. second. 

11. Q.P. one square. 11. Q.B. to K third. 

12. Q. to KKt. third. 12. Q. to K. second, after- 

wards plays K. to Q. second, and Q. R. to K B. square, 
and, having gained a piece for two Pawns, has the best 
of the game. 



TWENTY-FIRST GAME. 

1. K.P. two squares, 1. K.P. two squares. 

2. K. B, P. two squares, 2. K, P, takes P, 

3. K,Kt, to K,B, third, 3. K.Kt,P, two squares. 

4. K,B, to Q,B, fourth, 4. K,Kt,P, one square, 

5. K,Kt, to K, fifth, 5, Q. checks. 

6. K to KB. square. 6. K.Kt. to KR. third. 

7. Q.P. two squares. 7. Q.P. one square. 

8. K.Kt. to Q. third. 8. P. to KB. sixth. 

No. I. 

9. KKt. P. takes P. 9. P. takes P. 

10. Q. takes P. 10. Q.B. checks. 

11. If you play K to K. second, he will play Q.B. to KKt 

fifth. K you move K. to K. Kt. square, he will check 
with K. R., winning the game. Your ninth move was 
a very bad one ; you ought to play as in No. II. 
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No. II. 



9. K.Kt.P. one square. 9. His best move is to play 

Q. to K. second, see the next game : but suppose 

Q. to K.R. sixth .+ 

10. K. to K. square. 10. If he play Q. to K.Kt. 

seventh, you should play K. Kt. to K. B. second, and 
afterwards B. to K. B. square, winning the Queen ; he 
therefore plays 

Q. to K.R. fourth. 

11. K.Kt. to KB. fourth. 11. Probably the best move 

for the Black is to play Q. to K.Kt. fourth, though it 
appear a dangerous one, because by removing K.Kt. 
you attack the Q. with Q. B. ; but this attack by dis- 
covery does not seem productive of immediate benefit, 
though you would still have the best of the game. 
But suppose he plays 

Q. to Q.R. fourth.+ 

12. Q.B. to Q. second. 

FIRST DEFENCE. 

12. Q. to Q.Kt. third. 

13. K.Kt. to Q. fifth. 13. If he take Q.Kt.P., you 

play Q. B. to its third, winning the Queen. If he play 
Q. to Q. B. third, he will also lose the Queen by your 
playing K.B. to Q.Kt. fifth, &c. ; therefore, 

Q. takes Q. P. 

14. KB. to Q. third. 14. Q. to Q.B. fourth. 

15. Q.Kt. P. two squares. 15. If he play Q. to Q. fifths 

you move Q. B. to its third. But if 

Q. to Q.B. third. 

16. KB. to Q.Kt. fifth. 16. Q. takes K.B. 

17. KKt. takes Q.B.P., checking K and Q. 

SECOND DEFENCE. 

12. Q. to Q.R. fifth. 
IS. Q.Kt. to Q.R. third. 
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14. KKt. to Q. fifth. 

15. Q.Kt.P. one square. 

16. Q.B. to Q.Kt. fourth. 

17. Q.R. to Q.Kt. square. 

18. B. to Q.R. square. 

19. Q.B. to its third. 



In tlie first place, 

13. Q.B.P. one square. 

14. Q.Kt.P. two squares. 

15. Q. takes Q.Kt. 

16. Q. to Q.Kt. seventh. 

17. Q. takes Q.R.P. 

18. Q. to Q.Kt. seventh. 

19. Q. takes Q R. 



20. Q. takes Q., having the best of the game, as Black cannot 
take either K. B. or K. Kt. without losing Q. R. 

In the second place, 

13. Q. to Q. second. 

14. KKt. to Q. fifth. 14. Kt. to K.Kt. square. 

15. K.R.P. one square. 15. If he play K.B.P. two 

squares, you take it with K.P. If he play K.R.P. 
two squares, you take K. Kt. P. K he play 

Q.B.P. one square. 

16. K.Kt. to K. third, and you have the best of the game, as 

he cannot prevent you from separating his Pawns on 
the King's side. 



TWENTY-SECOND GAME. 



1. K.P. two squares. 

2. K. B, jP. two squares. 

3. K.Kt. to K.B. third. 

4. K.B. to Q.B. fourth. 

5. K.Kt. to K. fifth. 

6. K. to K. B. square. 

7. Q. P. two squares. 

8. K.Kt. to Q. third. 



1. K.P. two sqtiares. 

2. KP.tahesP. 

3. K.Kt P. two squares. 

4. K. Kt. P. one square. 

5. Q. checks. 

6. K.Kt. to K.M. third. 

7. Q.P. one square. 

8. P. to K.B. sixth. 
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9. K.KtP. one square. 9. Q. to E. second. 

10. Q.Kt. to Q.B. third. 10. Q.B.P. one square. 

11. K.B.P. one square. 

FIRST DEFENCE. 

11. K.B.P. two squares. 

12. Q.B. takes Kt. 12. KB. takes B. 

13. KP. takes P. 13. Q.B. takes P. 

14. K.R.P. takes P. 14. Q.B. takes Kt.+ 

15. Q. takes B., having an irresistible attack. 

SECOND DEFENCE. 

11. KKt.P. takes P. 

12. Q.B. takes Kt. 12. KB. takes B. 

13. Q. takes P. 13. KR. to KKt. square. 

14. Kt. to KB. second. 14. K.R. to KKt third. 

15. Q.Kt. to K second, and afterwards taking P. at KB. 

third, will have the best of the game. 



TWENTY-THIRD GAME. 
W^%i\z. ISIacit. 

1. JT.jP. tmo squares. 1. K,P, two squares. 

2. K.B.P. two squares. 2. K.P. takes P. 

3. K.Kt. to K.B. third. 3. K.Kt.P. tmo squares. 

4. K.B. to Q.B. fourth. 4. K.Kt.P. one square. 

5. K.Kt. to K. fifth. 5. Q. checks. 

6. K. to K.B. square. 6. KKt. to K.B. third. 

7. Q. P. two squares. 7. P. to K B. sixth. 

8. KKt. P. one square. 8. Q. checks. 

9. K to KB. second. 9. Q. to KKt. seventh.+ 

10. K to K third. 

FIRST DEFENCE. 

10. Q.P. one square. 

11. KB. to KB. square. 11. Kt. to KB. fourih+, it is 

necessary to make this move in order to save the Queen. 
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12. KP. takes Kt. 12. K.B. checks. 

13. K. to K. fourth. 13. Q.P. checks. 

14. K. takes Q.P. 14. Q.B.P. checks. 

15. K. to K fourth. 15. Q. takes K.R. 

16. Q.B. takes B. 16. Q. takes K.R.P. 

17. Kt. takes K.Kt.P. 17. Q. takes K.Kt.R 

18. Q. takes P. 18. Q. takes Q. 

19. K. takes Q. 19. Q.B. takes P. 

20. Q. B. P. one square, having rather the best of the game. 

SECOND DEFENCE. 

10. K.B.P. one square. 

11. KKt. to Q. third. 11. KKt. to K.B. second. 

12. KKt to K.B. fourth. 12. K.B. to K.R. third. 

13. K. to Q. third. 13. K.B. takes Kt. 

14. Q.B. takes B. 14. K he play Q.P. one sq., 

you should play Q. Kt. to B. third ; and if he then play 
Q.B.P. one square, you first take K.Kt., and after- 
wards Q. P. ; therefore, 

Q.B.P. one square. 

15. K.R.P. two squares. 15. K he play Q.P. two sqs., 

you take it with K.P., if he then check with Q.B., you 
play K. to Q.B. third, and if he take Q.B.P. with 
Q. B., you play Q. to K. square, checking, &c. But if 

K.B.P. one square. 

16. K.B. takes Kt.+ 16. K. takes KB. 

17. Q.Kt. to Q. second. 17. P. takes KP.+ 

18. Q.Kt. takes P. 18. Q.P. two squares. 

19. Kt to Q. 8ixth.+ 19. K to K second. 

20. Q. to K square> 20. K to Q. second. 

21. Kt takes Q.B. 21. KR. takes Kt 

22. Q. to K fifth, having a good game. 
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TWENTY-FOUKTH GAME, 

Vlacft. 



1. K,P, two sqtmres, 1. K. P, two squares, 

2. K.B.P. two squares. 2. K.P. takes P. 

3. K.Kt to K,B. third. 3. K.Kt.P two squares. 

4. K.B. to Q.B, fourth. 4. K.Kt.P. one square. 

5. K.Kt. to K. fifth. 5. Q. checks. 

6. K. to K.B. square. 6. P. to K.B, sixth. 

This method of defending the Grambit has been but 
little analysed by writers on Chess. In Cochrane's Trea- 
tise, pages 268 to 276, are a few weU-played Variations, 
most of which will be found in the following pages. 
Many new Variations were given by me In my Second 
Sebies of Lessoxs, page 219, et seq.^ published in 1832; 
since that time I have become acquainted with Ghulam 
Kassim'^s work, and am well pleased to find that in some 
of the modes of play I had hit on the same moves as that 
eminent player. In my opinion, unless the first player 
can risk playing the Muzio Gambit, this is the best method 
of defending the King's Knight's Gambit. 

This game admits of great variety, as you may now play 
one of the following moves, viz. 

Q.P. two squares. 

Q. to K. square. See the Twenty-fifth Game. 

KB. takes P.+ See the Twenty-sixth Game. 

K.Kt. takes K.B.P. See the Twenty-seventh Game. 

K. Kt. P. one square. See the Twenty-eighth Game. 

K.KtP. takes P. See the Twenty-ninth Game. 

In the present game I shall suppose you to play 

7. Q.P. two squares. 7. K.Kt. to KB. third. 
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No. I. 

8. KB. takes KB.t.+ 8. K. to K. second. 

9. K.B. to Q.B. fourth, or ) ^ ,^ ^ ^^ ,^ 

to Q.Kt. third. / ^' ^'^' *^ ^'^^ "^""^ 

FIRST DEFENCE. 

10. Q. to K. square. 10. Q. takes Q.+ 

11. K. takes Q. 11. P. takes K.Kt.P. 

12. K.R. to K.Kt. square. 12. Q.P. one square. 

13. K.Kt. to KB. seventh. 13. KR. to KB. square. 

In tlie first place, 

14. Q.B. to KKt. fifth. 14. Q.B. to K third. 

15. KB. takes B. 15. K takes KB. 

16. If you play Kt. to K.R. sixth, he will take KP. with 

KKt. But if 
Q«B. takes Et. 16. K takes B., and will win. 

In the second place, 

14. KKt. to KR. sixth. 14. KKt. takes KP. 

15. If you play KB. to Q. fifth, he will play Kt. to KB. 

third, and afterwards Q. P. or Q. B. P. one sq. But if 
KR. takes P. 15. Q.B.P. one square. 

16. Q.B.P. one square. 16. Q.P. one square. 

17. KB. to K second. 17. KB. takes Kt. 

18. Q.B. takes B. 18. KR. to KB. third. 

19. Q.B. to K third. 19. K.R.P. two squares. 

Black has the best of the game. 

In the third place, 

14. KKt. to its fifth. 14. Q.Kt. to Q.B. third. 

15. Q.B.P. one square. 15. KR.P. one square. 

16. Kt. to K sixth. 16. Q.B. takes Kt. 

; 17. Q.P. one square. 17. Q.Kt. to K. fourth, and 

wins. 

In tJte fourth place, 
14. KP. one square. 14. Kt. to K fifth. 

16. KKt. to its fifth. 15. K.Kt. takes Kt. 
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16. Q.B. takes Kt+ 16. K. to K. square. 

17. K.R. takes P. 17. KR. to KB. fourth. 

18. Q.B. to E.B. sixth. 18. KB. takes B. 

19. P. takes KB. 19. KR. takes P. 

20. Q.Kt. to Q.B. third. 20. Q.B.P. one square. 

21. Kt. to K fourth. 21. R. to KKt. third. 

22. KB. to Q. third. 22. KR.P. two squares. 

Black has the best of the game. 

SECOND DEFENCE. 

10. KKt to KB. seventh. 10. KKt. takes KP. 

In the first 'place, 

11. Q. to K square. 11. P. takes K.Kt.P.+ 

12. K to K. second. 12. P. takes R. and becomes Q. 

13. Q. takes Q.+ 13. KB. to its third, having 

a forced won game. 

In the second place, 

11. Q.B. to K third. 11. P. takes K.KtP.^ 

12. K takes P. 12. Q. to K R. sixth, and wins. 

In the third place, 

11. KKt. P. one square. 11. Q. checks. 

12. K to K square. 12. Q. to KKt. seventh, and 

wins. 

THIRD DEFENCE. 

10. KKt. P. one square. 10. Q. checks. 

11. If you play K to K square, he will win by playing Q. 

to K Kt. seventh ; therefore, 
K to KB. second. 11. Q. to KKt. seventh.+ 

12. K to K third. 12. If your KB. be at Q.B. 

fourth square, the following moves should be played : — 

Q.P. two squares. 

13. K you take P. with K.B., he will take K B. with K Kt., 

in order afterwards to play Q.B. to KB. fourth, 
threatening checkmate with K. B. But if 
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K.P. takes P. 13. Q.B. to K.B. fourth. 

14. If you check with P., he will take it with Q.B.P., and if 
you then move Kt. to K. B. seventh, he will play P. to 
Q. fourth, winning easily ; therefore, 
K. to KB. fourth. 14. Q.B. takes Q.B.P., and 

wins easily. 

But if the White K.B. be at Q.Kt. third square. 
Black must play as follows : — 

12. K.B. toK.R. third.+ , 

13. K. to Q. third. 13. K.B. takes Q.B. 

14. Q. takes K.B. 14. Q, to K. seventh.+ 

15. K. to Q.B. third. 15. K.Kt. takes P.+ 

16. K. to Kt. fourth. 16. Q.Kt.toQ.R. third, checks, 

and wins easily. 

Black might also (supposing White K.B. at Q.B. 
fourth) check with K.B. at K.R. third, then take Q.B., 
and afterwards advance Q.Kt P. two squares, having a 
forced won game. 

FOURTH DEFENCE. 

10. K.Kt. P. takes P. 10. Q.P. one square. 

In the first place, 

11. K.Kt. takes P. 11. Kt. takes K.Kt. 

12. P. takes K.Kt. 12. R to K.B. sq., and wins. 

In the second place, 

11. K.Kt. to Q. third. 11. K.Kt. P. takes P. 

12. Q. takes P. 12. K.R. toK.B. sq.,andwins- 

In the third place, 

11. K.Kt. to KB. seventh. 11. K.Kt.P. takes P. 

12. Q. takes P. 12. Q.B. checks. 

13. K. to Kt. square. 13. K.Kt. takes K.P. and wins. 

FIFTH DEFENCE. 

10. Q.Kt. to Q.B. third. 10. Q.P. one square. 
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In the first placey 

11. K.Kt. to Q. third. 11. K.Kt. to K.R. fourth. 

12. If you play Q.B. to K.B. fourth, he will take P. with P., 

checking, and afterwards check with Q., and then take 
P. with K.B., and win ; therefore, 
Q. to K. square. 12. P. takes P.+ 

13. K you play K. to K. second, he will play K.Kt. P. one 

square. But if 

K. takes P. 13. Q. to K.R. sixth.+ 

14. K. to K.Kt square. 14. K.B. takes P.+ 

15. K.Kt. to K.B. second. 15. K.R. to K.B. square. 

16. Q.Kt. to Q. square. 16. K.Kt.P. one sq., and wins. 

In tJie second placey 

11. K.Kt. to K.B. seventh. 11. K.R. to K.B. square. 

12. Q.B. to K.Kt. fifth. (A.) 12. P. takes K.Kt.P.+ 

13. K. takes P. 13. Q. to K.R. sixth.+ 

14. K. to K.Kt. square. 14. Q.B. to K. third. 

15. If you take Q.B. with B., he will win by taking K.B. 

with K. But if 
K.P one square. 15. Q.B. takes B. 

16. K.P. takes Kt.+ 16. K.B. takes P., and wins. 

(A.) 

12. KKt. to its fifth. 12. K.Kt. to K.R. fourth. 

13. Q. to K. square. 13. Q. takes Q. 

14. K. takes Q. 14. K.R.P. one square. 

15. If you check with Q.Kt., he will play K. to Q. square ; 

and if you then take P. with P., he wins a piece by 
moving Q.B.P. one square. If you play K.Kt. to 
K.R. seventh, he will play K.R. to K.R. square. 
But if 
P. takes P. 15. P. takes P., and will after- 

ward.< win K.Kt. 

No.IL 

1. K.P. two squares. 1. K.P. two squares. 

2. K. B. P, two squares. 2. K. P. takes P. 
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4. 

5. 

6. 

7, 

8. 

9. 
10. 
11. 
12. 



13. 
14. 



K.Kt. to K.B. third. 3. 

K. B. to Q. B. fourth. 4. 

K.Kt.toK.Jifth. 5. 

K. to K, B. square. 6. 

Q.P. two squares. 7. 

K.Kt. takes KB. P. 8. 

Q.B. to K.Kt. fifth. 9. 

K takes P. 10. 

K. to Kt. square. 11. 



K. Kt. P. two squares. 

K. Kt P. one square. 

Q. cliecks. 

Oambit P. one square. 

K.Kt. to K.B. third. 

Q.P. two squares. 

P. takes P.+ 

Q. to K.R. sixth.+ 

P. takes K.B. 



15. 
16. 



K you take Kt. with Q.B., he wiU play K.R. to KKt 

^ square, and afterwards K.Kt. P. one square,, and win; 
therefore, 

KKt takes B. 12. K.Kt. P. one square. 

Q.B. takes Kt. 13. KB. to KB. third. 

K you take P. with P., you will be checkmated by KB. 
If you play^Q. to KB. third, he will play Q.B. to 
K Kt. fifth, and win. If you play Q. to K. square, he 
will advance K. Kt. P., and win ; therefore, 

Q. to K second. 14. Q.B. to KKt. fifth. 

Q. to KKt. second. 15. KB. checks. 

K to KB. square. 16. Q.B. checks, and wins. 



TWENTY-FIFTH GAME, 



wmu. 

1. K.P. two squares. 

2. K. B. P. two squares. 

3. K.Kt. to K.B. third. 

4. K.B. to Q.B. fourth. 

5. K.Kt. to K. fifth. 

6. K. to K.B. square. 

7. Q. to K. square. 



1. K.P. two squares. 

2. K.P. takes P. 

3. KKt. P. two squares. 

4. K. Kt. P. one square. 

5. Q. checks. 

6. P. to KB. sixth. 

7. P. takes P."*" 



In the first place, 

8. K takes P. 8. Q. to KB. sixth.+ 

9. K to KB. second. 9. KB. to KKt. second. 
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10. K you remove K.Kt. the check with KB. will be fatal ; 

therefore, 
Q.P. two squares. 10. Q,P. one square. 

11. KB. takes P.+ 11. K to K second. 

12. If you check with Q.B., he wiU interpose KB., winning 

a piece ; therefore, 

KB. takes KKt. 12. KR. takes B. 

13. KKt. to Q.B. fourth. 13. Q. to KB. sixth.+ 

14. K to KKt. square. 14. KB. takes Q.P.+ 

15. Q.B. to K third. 15. KKt. P. one square. 

16. KB. P. one square. 16. KKt. P. one square. 

17. KR. to its second. 17. Q.B. takes K.R.P., and 

wins easily. 

In the second placey 

8. K to K second. 8. Q. to KR. sixth. 

9. KR. to KKt. square. 9. Q. P. one square, and wins 

a piece. 



TWENTY-SIXTH GAME. 





oaa^ite. 


ISIacit. 


1. 


K. P. two squares. 


1. K. P. two squares. 


2. 


KB. P. two squares. 


2. K.P.takesP. 


3. 


K.Kt. to K.B. third. 


3. K.Kt.P. two squares. 


4. 


K.B. to Q.B. fourth. 


4. K. kt. P. one square. 


5. 


K.Kt. to K.Jifth. 


5. Q. checks. 


6. 


K. to B. square. 


6. P. to K.B. sixth. 


7. 


KB. takes KB.P.+ 


7. K to K second. 




FIRST ; 


DEFENCE. 



8. KB. takes Kt. 8. P. takes K.KtP.+ 

9. K takes P. 9. Q. to KR. 8ixth.+ 
10. K to KB. second. 10. KR. takes B. 
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In tlie first place, 

11. Q.P. twQ squares. 11. Q.P. one square. 

12. K.Kt. to Q. third. 12. K.Kt. P. checks, and wins. 

In the second place, 

11. Q. to K.Kt. square. 11. Q.P. one square. 

12. K.Kt. to Q. third. 12. Q. to K.B. sixth.+ 

13. K. to K. square. 13. Q.Kt. to Q.B. third, and 

has a fine game. 



SECOND DEFENCE. 

8. K.Kt.P. one square. 8. Q. checks. 

9. K. to B. second. 9. K.Kt. to K.B. third. 

10. K. B. to Q. B. fourth, or ) _ ^ ^ 

KB. to Q.Kt. third. | ^^' Q'^' ^^^ «^^^«- 

11. If you play Kt. to Q. third, he will take K.P. with 

K. Kt. If you play K. B. to its square, he plays Q. to 
K.R. fourth, and afterwards takes K.P. But if 
K.Kt. to KB. seventh. 11. KKt. takes P.+ 

12. K to K. third. 12, Q.B. to KB. fourth. 

13. If you take K.R. he will win the Queen, or checkmate in 

three moves if your K.B. be at Q.B. fourth, or in five 
moves if it be at Q.Kt. third. If you play Q. to KB. 
square, he will check with K. B., winning K Kt. at the 
least. If you play Q. P. one or two squares, he will 
also check with KB. But if 
K to KB. fourth. 13. K to KB. third, winning 

the Queen at the least. 

THIRD DEFENCE. 

8. KKt. p. takes P. 8. Q.P. one square. 

9. KB. takes Kt. 9. Q.P. takes Kt. 

10. KB. to Q.B. fourth. 10. K.Kt. P. takes P., and has 
a forced woij game, for if you take the Pawn, Q.B. 
checks and wins. 
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FOURTH DEFENCE. 

8. Q. to K. square. 8. P. takes K.Kt.P.+ 

9. If you play K. to K second, he will play Q. to K.R. 

sixth, and afterwards Q. P. one square ; therefore, 
K. takes P. 9. Q. to K.R. 8ixth.+ 

10. K. to KB. second. 10. Q.P. one square. 

11. KB. takes Kt. 11. KR. takes B. 

12. KKt. removes. 12. P. checks, and wins. 



TWENTY-SEVENTH GAME, 
9)2iftttf. ISUtk. 

1. JT.P. two squares. 1. K.P. two squares. 

2. K.B.P. two squares. 2. K.P. takes P. 

3. K. Kt. to K. B. third. 3. K. Kt. P. two squares. 

4. K. B. to Q. B. fourth, 4. K. Kt. P. one square. 

5. K.Kt. to K. fifth. 5. Q. checks. 

6. K. to B. square. 6. P. to K.B. sixth. 

7. KKt. takes KB. P. 7. KKt. to K.B. third. 

FIRST DEFENCE. 

8. KKt. takes R. 8. KKt. takes K.P. 

9. If you play K.Kt P. one square, he will check with Q., 

and afterwards move Q. to K.Kt. seventh, winning 
easily ; therefore, 
Q. to K square. 9. P. takes P.-^" 

In the first place^ 

10. K takes P. 10. Q. to K.R. sixth.+ 

11. K to Kt. square, 11. KB. checks. 

12. Q.P. two squares. 12. Checkmates in four moves. 

In the second place, 

10. K. to K second. 10. Q. to K.R. sixth. 

11. If you play K to Q. square, you will lose the Queen, 

But i. 

Y 
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R. to K.B. square. 11. K he were to advance the 

Pawn to Queen, you would take K. B. with K. R., and 
afterwards take the new Queen; therefore, 

P. takes K.R. 

12. Q. takes P. 12. Q. takes Q. 

13. K takes Q. 13. Kt. to Q. third, and after- 

wards K.B. to Kt. second, winning K.Kt. 





SECOND 


DEFENCE. 


8. 


K.Kt.P. takes P. 


8. Q.P. two squares. 


9. 


K.Kt. takes R. 


9. K.Kt.P. takes P. 


10. 


Q. takes P. 


10. Q.B. checks. 


11. 


K. to Kt. square. 


11. KB. checks. 


12. 


Q.P. two squares. 


12. KB. takes P.+ 


13. 


Q.B. to K. third. 


13. Wins in three mov 




THIRD 


DEFENCE. 



8. If you play Q. Kt. to B. third, he may play either K E. 

to Kt. square, or K.Kt. to R. fourth, having a very 
fine game. But if 
K.Kt.P. one square. 8. Q. checks. 

9. K to K.B. second. 9. Q.P. two squares. 

10. If you take Q.P. you will lose a piece. If you take 

KR. he will take KP. with KKt., winning easily; 
therefore, 
KB. to KB. square. 10. KKt. takes P.+ 

In tJte first jplace^ 

11. K to K third. 11. Q. to KR. fourth. 

12. KKt. takes R. 12. Q. to KKt. fourth.+ 

13. K. to Q. fourth. 13. Checkmates in two moves. 

In the second places 

11. K to K square. 11 Q. to KR. fourth. 

12. K you play Q.P. one square, he will check with Pawn, 

and then take Kt. with Q. If 
Kt. takes KR. 12. P. checks. 

13. K to K/second. 13. Q. to K fourth. 
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14. Q.P. two squares. 


14. Kt. to Q.B. sixth.+ 


15. K to Q. third. 


15. Q. to K. eighth. 


16. Q. to Q. second. 


16. KB. to K.R. third, winf 


ning easily. 





TWENTY-EIGHTH GAME. 

1. JT.jP. two squares. 1. K.P. two squares. 

2. K.B.P. two squares. 2. X.P. takes P. 

3. K.Kt. to K.B. third, 3. K.Kt.P. two squares. 

4. K.B. to Q.B. fourth. 4. K.Kt.P. one square. 

5. K.Kt. to K.ffth. 5. Q. checks. 

6. K. to B. square. 6. P. to K. B. sixth, 

7. K.Kt. P. one square. 7. Q. checks. 

8. K. to KB. second. 8. K.Kt. to K.B. third. 

9. If you play Q.P. two squares, he will take K.P. with 

K. Kt., and if you then play K to K third, he will 
advance K.B.P. two squares. If you take KB. P. 
with K.B. or K.Kt., see the Second Defence of the 
Twenty-sixth Game, page 320, or the Third Defence 
of the Twenty-seventh Grame, page 322. But if 

FIRST DEFENCE. 

Q.P. one square. 9. Q.P. one square. 

10. KKt. takes KB. P.; 10. Q.P. one square. 

11. Kt takes KR. 11. Q. to KKt. seventh.+ 

12. K to K third. 12. Q.Kt. to Q.B. third. 

13. If you play Q.P. one square, he will take KB., threaten- 

ing immediate checkmate ; the best move is 
KKt. to KB. seventh. 13. K takes KKt. 

14. KB. takes P.+ 14. KKt. takes K.B.+ 

15. KP. takes Kt. 15. KB. to KR. third.+ 

16. K to K fourth. 16. Checkmates in two moves. 

Y 2 
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SECOND DEFENCE. 



9; Q.Kt. to Q.B. third. 9. Q. to K.Kt. seventh.+ 

10. K. to K third. 10. KB. to K.R. third.+ 

1 1. If you play K. to Q. fourth, he will play Q. P. one square, 

winning a piece, for if you take K.B.P. with K.Et., 
he will checkmate you in three moves ; therefore, 
K. to Q. third. 11. He may play either Q.P. 

one square, and if you take K.B.P. with K.Kt., he 
will play Q. Kt. to Q. B. third, and win, or he may at 
once play Q.Kt. to Q.B. third; the former mode of 
play is given in Ghulam Kassim's work. I shall sup- 
pose him to play 

Q.Kt. to Q.B. third. 

In the first place, 

12. K.Kt. takes K.B.P. 12. Q.Kt. to its fifth.+ 

13. K. to Q. fourth. 13. Q. to K.B, seventh.^ 

14. K. to K. fifth. 14. Q. to Q.B. fourth.+ 

15. If you interpose Q.Kt., he will take K.Kt. J£ you 

interpose K. B., he takes it with Q. Kt. ; therefore, 
K. takes Kt. 15. Q. to K. second.+ 

16. K. to K.B. fifth. 16. Q.P. two sqs., checkmate. 

In the second placcy 

12. KB. takes K.B.P.+ 12. K. to K. second. 

13. Kt. takes Q.Kt.+ 13. Q.P. takes Kt. 

14. KB. to Q.Kt. third. 14. Q.Kt. P. two squares* 

15. Q.Kt. to its square. 15. KR. checks. 

16. K to Q.B. third. 16. Kt. takes KP.+ 

17. K to Q.Kt. fourth. 17. Wins in three moves. 

In the third plcLce, 

12. KKt. takes Kt. 12. Q.P. takes Kt. 

13. If you play K.R. to KKt. square, he will play Q. to 

KB. seventh. But if 
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No. I. 

Q. to KKt. square. 13. Q.Kt.P. two squares. 

14. KB. to Q.Kt. third. 14. Q.Kt.P. one square. 

15. You must lose Q.Kt., for if you remove it, he will check- 

mate in three moves. 



No.n. 



13. Q. to KB. square. 

14. KB. to Q.Kt. third. 

15. Kt. to Q.R. fourth. (A.) 

16. Q.B.P. two squares. 

17. KB. to Q.B. fourth. 

18. K takes Q.B. 

19. Q.B. takes P. 

easily. 



13. Q.Kt.P. two squares. 

14. Q.KtP. one square. 

15. Q.B. checks. 

16. P. takes P. en passant^ 

17. Q.B. takes B.+ 
18.. P. takes Q.R 

19. Q. takes Q.B., and wins 



(A.) 



15. Q.Kt. to its square. 

16. Q.B.P. two squares. 

17. KB. to Q.B. fourth. 

18. KR. takes Q. 

19. Q.B. takes P. 

20. K to Q.B. second. 

21. Q.B. takes KB. 

22. B. to KKt. seventh. 

easily. 



15. Q.B. checks. 

16. P. takes P. en passant"^ 

17. Q. takes Q."^ 

18. P. takes Q.P. 

19. Q.R. checks. 

20. Q.B. takes KB. 

21. Q.B. takes R. 

22. K. to K. second, and wins 



No. ni. 

13. Q.R.P. two squares. 13. K. castles. 

14. If you play K, to Q. fourth, he will check with Q., and 

win easily. K you remove Q.Kt., he checks with 
K R., and afterwards takes K. P., &c. If you play 
KB. toQ.R. second. 14. KR. checks. 

15. K to Q.B. fourth. 15. Q.B. checks. 

16. K to Q.Kt. fourth. 16. Wins in three moves. 
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THIRD 


DEFENCE. 




affittte. 


ISIacft. 


1. 


JT.P. two squares. 


1. K.P. two squares. 


2. 


K. B. P. two squares. 


2. K.P.iakesP. 


3. 


KKt. toB. third. 


3. K.Kt.P. two squares. 


4. 


K.B. to Q.B. fourth. 


4. K. Kt. P. one square. 


5. 


K.Kt.toK.Jifth. 


5. Q. cJtecks. 


6. 


K. to K.B. square. 


6. Gambit P. one square. 


7. 


K.KtP. one square. 


7. Q. checks. 


8. 


K. to K. B. second. 


8. K.Kt. to K.B. third. 


9. 


K. to K. third. 


9. KB. toKR. tliird.+ 



In the first place, 

10. K. to Q. third. 10. Q.P. one square. 

11. Kt. takes K.B. P. 11. Q.P. one square. 

12. K.B. takes Q.P. 12. Kt. takes K.B. 

13. K you take K.R., he wiU play Q. to K.R. fourth, and 

you cannot take K. Kt. without losing ; therefore, 

K.Kt. takes K.B. 13. KKt. to Q.Kt. fifth.+ 

14. K to Q.B. fourth. 14. Q. takes Kt. 

15. K takes Kt. 15. Q.Kt. to R. third.+ 

16. K to Q.B. third. 16. Q. to Q.B. third.+ 

17. K to Q. third. 17. Q.Kt. to its fifth.+ 

18. K to K third. 18. Kt. takes Q.B.P., checks, 

and afterwards takes Q. R., and wins. 

In the second place, 

10. K to Q. fourth. 10. Q.P. one square. 

11. If you play K.Kt. to Q. third, he will check with Q.Kt, 

and afterwards take K. P., having very much the best of 
the game ; therefore, 
KKt. takes KB. P. 11. Q.Kt.P. two squares. 

12. K you take KB., or play K.B. to Q.Kt. third, you will 

lose a piece ; therefore, 
KKt. takes KR. (A.) 12. Q.Kt. checks. 

13. If you play K. to Q.B. third, he will checkmate you in 

three moves ; therefore, 
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K. to Q. third. 13. P. takes K.B.+ 

14. K takes P. 14. Q. R. to Q. Kt. square, win- 

ning the Queen at the least. 

(A.) 

12. KB. to Q. fifth. 12. K.Kt. takes B. 

FIRST DEFENCE. 

13. Kt. takes KB. 13. Q.B.P. checks. 

14. If jou take Kt., he will checkmate you in two moves ; 

therefore, 
K to Q. third. 14. Kt. to Q.Kt. fifth + 

15. K. removes. 15. Q. takes Kt., and wins. 

SECOND DEFENCE. 

13. Kt. takes KR. 13. Q.Kt. to B. third.+ 

14. K takes Kt. 14. Wins in three moves. 

THIRD DEFENCE. 

13. p. takes Kt. 13. K takes Kt. 

14. K to Q.B. third. 14. Q. to KR. fourth, and 

having gained a piece ought to win. 



TWENTY-NINTH GAME. 



1. K.P. two squares. 1. K.P. two squares, 

2. K.B.P. two squares. 2. K.P. takes P. 

3. K.Kt. to B. third. 3. K.Kt. P. two squares. 

4. K.B. to Q.B. fourth. 4. K.Kt. P. one square. 

5. K.Kt. to K. fifth. 5. Q. checks. 

6. K. to K.B. square. 6. Gambit P. one square. 

7. KKt.P. takes P. 7. KKt. to KB. third. 
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FIRST DEFENCE. 

8. KB. takes K.B.P.+ 8. K. to K. second. 

9. If you play K. B. to Q. Kt. third, in order afterwards to 

play K.Kt. to Q.B. fourth, he would take P. with P., 
winning easily ; therefore, 
K.B. to Q.B. fourth. 9. Q.P. one square. 

In the first place, 

10. KKt. to KB. seventh. 10. P. takes P., and wins, for 
if you take K R., he will give checkmate in two moves. 
If you play Q. to K. square, he wins in three moves. 
If you play K R. P. one square, you lose in six moves. 
Finally, if you take P. with Q., you Will lose the Queen 
at the least. 

In the second place, 

10. Kt. takes KKt. P. 10. Kt. takes Kt. 

11. P. takes Kt. 11. K.B. to K.Kt. second. 

12. If you play KB. to K. second, you will be checkmated 

in four moves. If you play K. to Kt. second, he will 
take P. with Q. B. If you move Q., or K R., he wins 
easily by playing R. to K B. square. But suppose 
KR.P. one square. 12. K.R. checks. 

13. K to K. second. 13. Wins in three moves. 

In the third place, 

10. K.Kt. to Q. third. 10. P. takes P. 

11. Q. takes P. (A.) 11. Q.P. one square. 

12. KB. takes P. 12. Kt. takes B. 

13. P. takes Kt. 13. Q.B. checks. 

14. K to Kt. square. 14. KR. checks, and wins. 

(A.) 

11. KKt. to B. second. 11. Q.B. checks. 

12. If you play K to K. square, he ought to play Q.B. to 

K Kt. seventh, and then K. Kt. to its fifth. But if , 
Kt. takes B. 12. Q. takes Kt.+ 

13. K to K square. 13. Kt. takes KP., and wins. 
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second defence. 

8. Kt. takes KB. P. 8. Q.P. two squares, 

9. If you take Q. P. with K. B., he will take your Pawn 

with his. But if 

K.Rt. takes E. 9. K.Kt.P. takes P. 

10. Q. takes P. 10. Q.B. checks. 

11. K. to Kt. square. 11. K.B. checks. 

12. Q.P. two squares. 12. KB. takes P.+ 

13. Q.B. to K third. 13. Q. to K eighth, and wins. 

THIRD DEFENCE. 

8. KKt. takes KKt.P. 8. Kt. takes Kt. 

9. P. takes Kt. 9. Q.P. two squares. 

In the first placBy 

10. KB. takes P. 10. Q.B. takes P. 

11. Q. to K square. 11. Q. to KR. sixth.+ 

12. K to B. second. 12. KB. checks. 

13. Q.P. two squares. 13. KB. takes P.+ 

14. ^B. to K third. 14. Checkmates in four moves. 

In the second place, 

10. P. takes Q.P. 10. Q. to KR. sixth.+ 

11. If you play K to K square, he will take P. with Q.B., 

winning the Queen at the least. If you play K. to Kt. 
square, he wins easily by playing KR. to Kt. square ; 
therefore, 
K to B. second. 11. KB. to K second. 

12. If you play KKt. P. you lose KB. If you play Q. to 

K square, or to K second, he will play K. to Q. 
square, in order to check with K. B. K you play Q. to 
K B. square, he checks with K. B. at K. R. fifth ; and 
on your playing K. to Kt. square, he takes K.Kt.P. 
with Q., winning your Q. at the least ; therefore, 
Q to KB. third. (B.) 12. KB. to Q.B. fourth.+ 

13. Q.P. two squares. 13. KB. takes P.+ 

14. Q.B. to K third. 14. Q. takes Q.+ 
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15. K. takes Q. 15. B. takes Q.Kt.P. 

16. Q.Kt. to Q. second. 16. B. takes Q.K. 

17. KR. takes B. 17. K.R.P. two sqrs., having 

the best of the game. 

(B.) 

12. KB. to K. second. 12. K.B. toK.R. fifkh.+ 

13. K. to Kt. square. 13. Q.B. takes P. 

14. B. takes B., or ) ,^ ^ .r^ 

^ . XT -D ?- 14. K.R. to Kt. sq., and wins. 

Q. to K.B. square, j ^' 

In the third placey 

10. KB. to K second. 10. KR. to KKt. square. 

11. KR.toKKt.sq.(C.)(D.) 11. Q. to KR. sixth.+ 

12. KR. to KKt. second. 12. KR.P. two squares. 

13. Q.P. two squares. (E.) 13. Q.B. takes P. 

14. KB. takes B. 14. KR. takes B. 

15. Q. to K second. 15. Q.P. takes P. 

16. K to KKt. square. 16. B. to K.Kt. second. 

17. Q.B.P. one square. 17. Q.Kt. to Q.B. third. 

18. KR. takes R. 18. P. takes KR. 

19. Q. takes KP.+ 19. K to KB. square. 

20. Q. to K.Kt. second. 20. Q. to Q. sixth. 

21. Q. to KB. square. 21. Q. to K.Kt. third. 

22. Q.B. to K third. (F.) 22. Q.R. to K square. 

23. Q.B. to KB. second. 23. KKt. P. one square. 

24. K.R.P. takes P. 24. Q.Kt. takes Q.P. 

25. If 70U take Kt. with B., he will retake with K B., check- 

ing, and on jour taking B. with Q.B.P., he will take 
P. with Q., checking, and then play R. to K fourth ; 
therefore, 
P. takes Q.Kt. 25. K.B. takes P. 

26. If you take B. with B., he will take P. with Q., check- 

ing, and afterwards play K R. to K eighth, winning 
easily ; therefore, 

K to R. second. 26. Q. to KR. fourth.^ 

27. K. to Kt. square. 27. Q. to KB. sixth. 

28. Kt. to Q.B. third. 28. Q. takes K.Kt.P.+ 
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29. Q. interposes. 

30. K to KB. square. 

31. K. takes Q. 

32. Kt. to Q.Kt. fifth. 

will win. 



29. B. takes B.+ 

30. Q. takes Q.+. 

31. B. to Q. fifth. 

32. B. to Q.Kt. third, and 



(C.) 



1. K. P. two squares. 1. 

2. K. B, P. two squares. 2. 

3. K. Kt. to K. B. third. 3. 

4. K,B. to Q.B. fourth. 4. 

5. K.Kt. to K. fifth. 5. 

6. K. to K. B. square. 6. 

7. K.Kt.P.tahesP. 7. 

8. K.Kt.tahesK.Kt.P. 8. 

9. P. takes Kt. 9. 

10. K. B. to K. second. 10. 

11. K.R. P. one square. (D.) 11. 

12. K to K square. 12. 

13. Q.P. one square. 13. 

14. K. to Q. second. 14. 

15. K to Q.B. third. 15. 

easily. 

(D.) 



K. P. two squares, 

K.P.takesP. 

K. Kt. P. two squares. 

K. Kt. P. one square. 

Q. checks. 

P. to K.B. sixth. 

K.Kt. to K.B. third. 

Kt. takes Kt. 

Q. P. two squares. 

K.B. to K.Kt. square. 

Q. to KB. third.+ 

K.B. to Q. third. 

KB. to KKt. sixth.+ 

Q. to KR. third.+ 

Q.P. checks, and wins 



11. Q.P. one square. 11. KR. takes K.Kt. P. 

12. KB. takes R. 12. Q.B. takes B. 

13. If 70U play Q. to K. squai-e, he will check with Q. at 

K. R. sixth, and on your playing, as your best move, 
K to K. B. second, he checks with Q. at K. B. sixth, 
and afterwards with K. B. ; therefore, 
Q. to Q. second. 13. Q. to KR. sixth.+ 

14. If you interpose you will lose Q. If you play K. to Kt. 

square, he will check with K. B. ; therefore, 
K to K square. 14. K.B. to K second. 

15. If you play Q. to K. third, he will play Q. to K.Kt. 

seventh. But if 
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16. 
17. 
18. 
19. 



20. 



1. 

2. 

3. 

4. 

5. 

6. 

7. 

8. 

9. 
10. 
11. 
12. 
13. 
14. 
15. 
16. 
17. 
18. 



K.R. to KKt. square. 

K.R. interposes. 

P. takes K.B. 

K. to K.B. second. 

If 70U play K to KB. 

three moves ; therefore, 
K to K. third. 
K. to Q. fourth. 

easily. 



15. K.B. checks. 

16. KB. takes R.+ 

17. Q. to KR. eightL+ 

18. Q. to KR. seventh.+ 
square, he wiU checkmate in 

19. Q. takes P.+ 

20. Q.Kt. checks, and wins 



(E.) 



K,P, two squares, 
K, B. P. two squares. 
K,Kt, to K,B. third. 
K.B, to Q.B. fourth. 
K.KttoK.Jlfth. 
K. to K.B. square. 
K.Kt.P. takes P. 
K.Kt. takes K.KtP. 
P. takes Kt. 
K. B. to K. second. 
K. B. to K. Kt. squure. 
K. B. to K. Kt. second. 
Q. to K square. 
KB. takes B. 
KP. takes P.+ 
Q. to K. second. 
K. to K.Kt. square. 
KR. takes R. 



1. K.P. two squures. 

2. K.P. takes P. 

3. K Kt. P. two squares, 

4. K. Kt. P. one square. 

5. Q. checks, 

6. P. to KB. sixth. 

7. KKt. to KB. third. 

8. Kt. takes Kt. 

9. Q. P. two squares. 

10. K.B. to K.Kt. square. 

11. Q.toKB.sixth.'^ 

12. K. B. P. two squares. 

13. Q.B. takes P. 

14. KR. takes B. 

15. KB. to K second. 

16. Q.Kt. to Q. second. 

17. K castles. 

18. P. takes KR. 



In the first place^ 



19. Q.P. two squares. 

20. Q.Kt. to Q. second. 

21. Kt. to KB. square. 

22. Q. to KKt. second. 

23. K. to KR. square. 

24. K takes Q. 



19. KB. to Q. third. 

20. R. to KR. square. 

21. KKt. P. one Bquare. 



No. I. 



22. P. takes K.R.P.+ 

23. Q. takes Q."^ 

24. P. becomes Q., and wins. 
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No.n. 


22. 


P. takes P. 




22. Q. to KR. eighth.+ 


23. 


K. to KB. 


second. 


23. KB. takes P.+ 


24. 


K. takes B. 




24. R. to KKt. square + 


25. 


K to KB. 


fourth. 


25. Q. to KR. fifth.+ 


26. 


K to KB. 


third. 


26. Q. to KR. fourth, checks, 



and wins the Queen. 

No. m. 

22. Q.B. to KKt. fifth. 22. KKt. P. one square. 



23. Q. takes P. 

24. K takes Q. 

wins Q.B. 



23. Q. takes Q.+ 

24. R. to K.Kt. square, and 



In the second place, 



19. Q. takes KB. 

20. P. takes P. 

21. K to KB. square. 

22. K to K square. 

ning the Queen. 



22. Q.B. to Q. second. 

23. Kt. to Q.R. third. 

24. P. takes Kt. 

25. K to KR. square. 

26. Q. to KKt second. 

27. K takes Q. 

and will win. 



19. KKt. P. one square. 

20. Q. takes P.+ 

21. Q. to KB. sixth.+ 

22. Kt. to KB. third, win- 



(F.) 

22. 
23. 



./ 



R. to K. square.'' 
Kt. takes Q.P. 

24. KB. takes P.I 

25. Q. to K. fifth.+ 

26. Q. takes Q.+ 

27. R. to K seventh, checks. 



This Third Defence is chiefly taken from Ghulam Kassim's 
work. 



FOXJKTH DEFENCE. 



«aft)ttr. 

1. K.P. two squares. 

2. K. B. P. two squares. 



I31aci(. 



1. K.P. two squares. 

2. K.P.tahesP. 
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3. K.Kt to B. third. 3. K.KtP. two squares. 

4. K. B. to Q. B. fourth. 4. K. Kt. P. one square. 

5. K.Kt.toK.Jifth. 5. Q. checks. 

6. K. to B. square. 6. P. to K.B. sixth. 

7. P. takes P. 7. K.Kt. to B. third. 

8. Q. to K square. 8. Q. to K.K. sixth.+ 

9. If 70U move K. to Kt. square, he will win K.Kt by 

checking with K. B. K you play K. to B. second, he 
will also check with K. B., and on your playii^ K to 
K. second, he will play Q.P. one square, winning K.Kt. 
at the least ; therefore, 
K. to K. second. 9. Q.P. one square. 

10. Kt. takes K.Kt. P. 10. K.Kt. takes Kt. 

11. P. takes K.Kt. 11. Q.B. takes P.+ 

12. K. to B. second. 12. K.B. to K. second. 

13. If you play K. to Kt. square, he will move Q.B. to KB. 

sixth, &c. But if 
Q. to K. third. 13. K.B. checks. 

14. K. to Kt. square. 14. Q.B. to K.B. sixth, and 

wins easily. 

FIFTH DEFENCE. 

8. Q. to K. second. 8. Q.P. one square. 

9. K.Kt. takes K.Kt. P. 9. K.Kt. takes Kt. 

10. P. takes K.Kt. 10. Q.B. takes P. 

11. If you play Q. to K. third, he will check with Q.B., and 

then move K.B. to K.R. third, or K.R. to K.Kt. 
square. But if 





Q. to K.B. second. 


1.1. Q.B. to K.R. sixth.+ 


12. 


K. to K. square. 


12. Q. takes P.+ 


13. 


Q. to K. second. 


13. Q. takes Q. 


14. 


K. takes Q. 


14. Q.Kt. to Q.B. third, hav- 




ing a Pawn more, and 


a good position. 




SIXTH 


DEFENCE. 



8. K.R.P. one square. 8. P. takes K.R. P. 

9. If you take P. with K. B., checking, he will play K, to 
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K. second ; and on the removal of jour Bishop, he will 
play Q. to K. Kt. sixth. But suppose you play 

In the first place j 

KKt. to its fourth. 9. Kt. takes Kt. 

10. P. takes Kt. 10. Q. to KKt. sixth. 

1 1. If you play K.R. to K.Kt. square, he will check with Q. 

at K. B. fifth, and if you play K. to K< second, he will 
play Q.P. two squares ; but if you play K. to K. square, 
he may play K. B. to K. second, having every way the 
best of the game. 

In the second place, 

9. Q.P. two squares. 9. Q.P. one square. 

10. K.Kt. to Q. third. 10. Kt. to K.R. fourth. 

11. Q. to K. square. 11. K.Kt. checks. 

12. K. to Kt. square. 12. R. to K.Kt. square. 

13. K. to R. second square. 13. Kt. to K. seventh, and wins. 

In the third phce, 

9. Q. to K. square. 9. Q. to K.Kt. fourth. 

10. K.Kt. to its fourth. 10. Kt. takes Kt. 

11. P. takes Kt. 11. Q. takes P. 

12. If you play K.R. to K.Kt square, he will check witt Q. 

at K. B. sixth, then exchange Queens, and afterwards 

play K.B. to Q.B. fourth. If you play R. to K.R. 

second, he will play K. R. to Kt. square ; and on your 
• playing K. R. to B. second, he will advance P. to K. R. 

seventh. But suppose 
Q. to K. second. 12. K.R.P. two squares. 

13. Q.Kt. to Q.B. third. 13. K.R. to Kt. square. 

14. Q. takes Q. (A.) 14. P. takes Q. 

15. Kt. to Q. fifth. 15. K. to Q. square. 

16. Q.P. two squares. 16. Q.B.P. one square. 

17. Kt. to K.B. sixth. 17. K.R. to Kt. third. 

18. K.P. one square. 18. Q.P. two squares. 

19. K.B. to Q, third. 19. K. Kt. P. one sq., and wins. 
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(A.) 

14. K. to K. square. 14. K.B. to K. second. 

15. If you play K.R. to K.B, square, he will check with 

Q. at K.R. fifth, and on your playing Q. to K.B. 
second, as the best move, he will play K.R. to Kt 
seventh, having a very fine game. But if 
Q.Kt. to Q. fifth. 15. Q. to KR. fifth.+ 

16. If you play K. to B. square, he wins by playing Q. to 

K. Kt. sixth. K you interpose Q., he will take K. P. ; 
therefore, 

16. 

17. 

18. 

19. 

20. 



K. to Q square. 

17. Kt. to Q.B. seventh.+ 

18. Kt. takes Q.R. 

19. Q. to K. square. 

20. Q. takes Q. 

21. Q.P. two squares* 

22. K. to Q. second. 

23. K. to Q.B. third. 

24. B. to K. third. 

wins. 



Q.B.P. one square. 
K. to Q. square. 
Q.P. two squares. 
Q.P. takes B. 
B. takes Q. 

21. Q.B. checks. 

22. KB. to K.Kt. sixth. 

23. P. to K.R. seventh. 

24. Q.B. to KB. sixth, and 



In tlie fourth place, 

9. KKt. takes KB. P. 9. Q.P. two squares. 

10. If you take KR., he will take KB., secure of gaining 

K. Kt., besides having a strong attack. But if 
KB. takes P. 10. Kt. takes KB. 

11. Kt. takes KR. 11. Q. to KKt. sixth. 

12. If you play Q. to K. second, he will move Kt. to KB. 

fifth, and on your playing Q. to K B. second, he vrill 
check with Q. at K. Kt. seventh, winning K.R. and the 
game ; therefore, 



R. to KKt. square. 

13. R. takes Q. 

14. R. to KKt. square. 

15. K to K second. 

16. K to Q. third. 

17. K. to K third. 



12. P. to KR, seventh. 

13. P. becomes Q.+ 

14. Q.B. checks. 

15. Q. to KR. seventh.-*- 

16. Kt. to KB. fifth.-^ 

17. He may check with KB., 
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and, on your interposing Q.P., take it, winning E.B. ; 
or he may play 

Q.Kt. to B. third. 

18. Q.B.F. one square. 18. K. B. checks. 

19. Q.F. two squares. 19. K castles. 

20. Kt. to K.B. seventh. 20. B. takes Q.P., and wins. 



S A L V I GAMBIT. 



This peculiar Gambit was first published in Salvio'^s 
valuable Treatise on Chess in 1604. Salvio was not the 
inventor of it, as he states that he first saw it noticed in a 
Portuguese work. I know not the work to which he 
refers. 

This Gambit varies from the common King's Gambit 
on the sixth move of the second player, where, instead of 
moving the Gambit Pawn one square, or playing K. Kt 
to K.R. third, to defend K.B.P., which are the usual 
moves, he plays K. Kt. to K. B. third square, leaving the 
K.B.P. undefended. 

The move is ingenious, and may be played with advan- 
tage when the player receives the odds of a piece. 



FIRST GAME. 

1. K,P. two squares. 1. K,P, two sqtiares, 

2. K.B.P, two squares. ^ 2. K.P. takes P. 

3. K.Kt. to K.B. third. 3. K.Kt.P. two squares. 

4. K.B. to Q.B. fourth. 4. K.Kt. P. one square. 

5. K.Kt. to K. fifth. 5. Q, checks. 

6. K. to K.B. square. 6. K.Kt. to KB. third. 

7. K you take K.B. P. with K.Kt., he wiU play Q.P. two 

squares, winning two pieces for a Rook. The best move 
is to play Q. to K. square. But suppose you play 
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K.B. takes KB.P+ 7. K. to K. second; as he 

may play K. to Q. square, there will be a Variation on 
this move. 

8. KB. to Q.B:t. third. 8. Q.P. one square. 

9. K.Kt. to Q. third. 9. KKt to K.R. fourth. 

10. Q. to K. square. 10. KKt.P. one square. 

11. K. to K.Kt. square. 11. KB. to KKt. second. 

12. Q.B.P. one square. 12. Q. to KKt fourth. 

Black has a better position than the White. 
VARIATION, 

BEGINNING AT THE SEVENTH MOVE OF THE BLACK. 

7. K to Q. square ; this is 
not so good a move as K. to K. second, because it does 
not compel the adversary to move K.B., but, like 
many other bad moves, it ceases to be so if not pro- 
perly taken advantage of. 

FIRST METHOD. 

8. You ought not to remove K.B., but should play as 

below. But suppose 
K.B. to Q.Kt. third. 8. KKt. to KR. fourth. 

9. If you take KKt. P. with Q., or with KKt., he will win 

by checking with K Kt, &c. ; therefore, 
KKt. to KB. seventh.+ 9. K to K square. 

10. KKt. takes KR. (A.) 10. K.Kt. 'to its sixth.+ 

11. K to KKt. square. 11. KB. checks. 

12. Q.P. two squares. 12. K.B. takes Q.P.+ . 

13. Q. takes B. 13. Kt. checks K and Q. 

(A.) 

10. Q. P. two squares. 10. KKt. to its sixth."*" 

FIRST DEFENCE. 

11. K.R.P. takes Kt. 11. Q. takes K.B.+ 

12. K to K second. 12. Q. takes P.+ 

z2 



340 SALVIO GAMBIT. 

13. If 70a play K to Q. third, he will take K.Kt.F., and if 

70U then move K. to Q. B. fourth, he will take Kt. with 
K. ; therefore, 

K. to K. square. 13. Q. to K.Et. eighth.^ 

14. K. to K. second. 14. P. checks. 

15. K to Q. second. 15. Q. takes Q-P."*- 

16. K. to K. square. 16. P. checks. 

17. K. to K. second. 17. Q. takes KP.-»- 

18. If you take P., he will check with KB., and win easOj ; 

therefore, 
K to KB. square. 18. Q. to KR. eighth.+ 

19. K to K second. 19. Q. to KB. sixth, checks, 

and wins. 

SECOND DEFENCE. 

11. K to KEt. square. 11. Kt takes KB. 

12. K takes Kt. 12. K.Kt.P. one square. 

In the first places 

13. KB. P. one square. 13. Q.P. two squares. 

14. If you take Q.P., he will win easily by taking KB.P. 

withQ.B. But if 

Q. to KB. third. 14. Q.B. takes KB. P. 

15. P. takes Q.B. 15. Q. takes V,^ 

16. K to Kt. square. 16. Q. to KB. seventL+ 

17. K to KB. square. 17. KB. to KKt. square. 

18. Q. to KKt. second. 18. P. to KB. sixth, and wins. 

In the second place^ 

13. Q. to KKt. square. 13. KB. to KKt. second. 

14. Q.B.P. one square. 14. KB. to KB. square. 

15. KKt. to K fifth. 15. KB. takes Kt. 

16. Q.P. takes B. 16. Q.Kt. to Q.B. third, and 

has the best of the game. 

SECOND METHOD. 

8. KB. to Q.B. fourth. 8. KKt. to KB. fourth. 

9. KKt. to KB. fieventh.+ 9. K to K square. 
10. Kt. takes KB. 10. KKt to its sixth.+ 
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In the first place, 

11. K.R.P. takes Kt. 11. Q. takes K.R + 

12. K. to K. second. 12. P. checks. 

13. P. takes P. 13. P. takes P.+ 

14. Must lose the Qaeen. 

In ilie second place, 

11. K to KKt. square. 11. K.B. to KEt. second. 

12. Q.P. two squares. 12. Kt. takes K.R. 

13. K. takes Kt. 18. K.Kt.P. one square. 

14. K.R.P, one square. 14. Q.P. one square; if he 

were to play this Pawn two squares, you might take it 
with K. B., and if he then took K. R. P. with Q. B. you 
check with K. B. at its seventh, and afterwards play Q. 
to K.R. fifth, &c. 

15. If you play K.Kt. to KB. seventh, he will take K.R.P. 

with Q. B., and win. You should play 
K.B. to its seven th.+ 15. K. to K.B. square. 

16. Q. to K.R. fifth. 16. Q. takes Q. 

17. KB. takes Q. 17. KB. takes Kt 

18. Q.B.P. one square, and will afterwards win the Gambit 

Pawn, and have the best of the game. 

THIRD METHOD. 

8. Q.P. two squares. 

In the first place^ 

8. KKt. takes KP. 

9. Q. to K square ; it would be bad play to move Q. to K. 

second. See Variation (A.) 

9. If he check with Kt. at its 
sixth, you should play K. to K. Kt. square ; but if 

Q. takes Q. 

10. K takes Q. 10. Q.P. one square. 

11. KKt. to Q. third. 11. KB. to KKt. second. 

12. Q.B.P. one square. 12. K.R. to KB. square. 

13. KB. to Q. fifth, and will afterwards win the Gambit 

Pawn. 
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(A.) 

9. Q. to K. second. 9. KKt. to its sixtli.+ 

10. P. takes K.Kt. 10. Q. takes R.+ 

11. K. to KB. second. 11. P. takes P.+ 

12. K takes P. 12. If he take Q.B., you will 

checkmate him in two moves ; therefore, 

K.B. to K. second, and 
has the best of the game. 

In the second place, 

8. Q.P. one square. 
9. K.Kt. to Q. third. 9. P. to KB. sixth. 

10. KKt. to KB. second. 10. P. takes P.+ 

11. K. takes P., and has the best of the game. 

In the third place, 

8. P. to KB. sixth. 
9. If you play K. Kt. P. one square, he will check with Q., 
and have a fine game. It is better to play 
Q.Kt. to Q.B. third. 9. Q.P. one square. 

10. KKt. to Q. third. 10. P. takes KKt.P.+ 

11. K takes P. 11. Q. to KR. sixth.+ 

12. If you play K. to K.B. second, he will check with 

K, Kt. P., in order, on your taking it, to check with 
K.Kt. which would give him the best of the game; 
therefore, 
K to KKt. square. 12. KB. to KR. third. 

There is not much difference in the game. 



SECOND GAME. 

1. K,P. two squares. 1. K.P, two squares. 

2. K. B. P. two squares. 2. K. P. takes P. 

3. K. Kt to K. B. third. 3. K. Kt P. two squares. 
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4. K,B. to Q.B. fourth. 4. K.Kt.P. one square. 

6. K.Kt. to K.ffth. 5. Q. checks. 

6. K. to K.B. square. 6. K.Kt. to K.B. third. 

7. Q. to K. square. 7. If he play Q. to KKt. 

fourth, or to KR. third, you take KB. P. with KKt. 
If he play K Kt. P. one square, you take K. B, P. with 
K. B., and afterwards play K. Kt to K. B. third ; 
therefore, 

Q. takes Q. 

8. K takes Q. 8. If he play Q.P. one sq., 

you take KB. P. with K Kt. ; and if he move K. R. to 
K Kt. square, you take Q. P., checking, and then take 
KR. with KB. But if 

KKt. takes P. 

9. KB. takes P.+ 9. K. to K second. 

In the first place, 

10. KB. to Q.Kt. third. 10. KKt. to KB. third. 

11. Q.P. two squares. 11. Q.P. one square. 

12. KKt. to Q. third. 12. P. to KB. sixth. 

13. KKt. P. takes P. 13. P. takes P. 

14. K to KB. second. 

The game is nearly equal, as Black cannot long defend 
the Pawn at KB. sixth. 

In the second place, 

10. KB. to KR. fifth. 10. If he advance the Gambit 

Pawn, you should play K. Kt. P. one square. But if 

KKt. P. one square. 

11. KR.P. one square. 11. Q.P. one square. 

12. KKt. to Q. third. 12. KB. to KR. third. 

13. Q.Kt. to Q.B. third. 13. KKt. to KB. third. 

14. KB. to its third. 14. Q.B.P. one square. 

15. Q.Kt. to K second, recovers the Pawn, with a better 

position. 



CUNNINGHAM GAMBIT, 



THE THREE PAWNS' GAMBIT OF CAPTAIN BEETIN. 



FIRST GAME. 

Blact. 

1. K.P. two squares. 1. K.P. two squares. 

2. K.B. P. two squares. 2. K.P. tc^ies P. 

3. K.Kt. to K.B. third. 3. KB. to K. second, 

4. KB. to Q.B. fourth. 4. KB. checks. 

5. The best move is to play K. to B. square ; see the Third 

Game. But suppose 
KKt.P. one square. 5. P. takes KKt.P. 

6. K castles. 6. P. takes KR.P.+ 

7. K to KR. square. 

FIRST DEFENCE. 

7. KB. to K second. 

8. KB. takes KB.P.+ 

In the first place, 

8. K takes B» 

9. K Kt. to K. fifth.+ + 9. If he play K. to K square, 

he loses the Queen ; therefore, 

K. to K. third. 
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10. Q. to KKt. fourth.+ 10. K. takes Kt. 

11. Q. to KB. fifth.+ 11. K. to Q. third or fifth. 

12. Q. checkmates. 

In the second place, 

8. K. to KB. square. 
9. KKt. to K fifth. 9. KKt. to KB. third. - 

10. KB. to Q.Kt. third. 10. Q. to K square. 
U.K. Kt. to K B. seventh. 11. K. R. to K Kt square. ' 

12. K.P. one square. 12. Q.P. two squares. 

13. P. takes KKt. 13. P. takes P. 

14. KB. takes Q. P.,* and you have evidently the best of the 

game. 

SECOND DEFENCE. 

7. KB. to KB. third. 

8. You might, against an inferior player, move K. Kt. to K 

fifth, and if he took K. Kt, play Q. to KR. fifth, &c. ; 
but it is better to play 
KP. one square. 8. Q.P. two squares. 

9. P. takes KB. 9. KKt takes P. 

10. KB. to Q.Kt third. 10. Q.B. to K third. 

11. Q.P. two squares. 11. KKt to K fifth. 

12. Q.B. to KB. fourth. 12. KB. P. two squares. 

13. Q.Kt. to Q. second, and will afterwards win P. at KB. 

second, with a game at least equal to his adversary's. 

THIRD DEFENCE. 

7. Q. to K second. 

8. Q.Kt to Q.B. third. 8. Q.B.P. one square. 

9. Q.P. two squares. 9. Q.P. one square. 

10. KKt takes KB. 10. Q. takes KKt 

11. KB. takes K.B.P.+ 11. K to Q. square. 

12. Q. to KB. third. 12. KKt to KB. third. 

13. KP. one square, and you have a good attack. 



I 
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SECOND GAME. 



1. 


JT. P. ^n^o s^iiare^. 


1. 


^. P. two squares. 


2. 


K.B.P. two squares. 


2. 


K. P. takes P. 


3. 


K.Kt. to K.B. third. 


3. 


K.B,. to K. second. 


4. 


KB. to Q.B. fourth. 


4. 


K.B.checIts. 


5. 


K. Kt. P. one square. 


5. 


P. takes P. 


6. 


K. castles. 


6. 


P. takes P. -^ 


7. 


K. to K. R. square. 


7. 


Q.P. two squares. 



8. If you take P. with P., he will play K. B. to K second ; 

therefore, 
KB. takes P. 8. KKt. to KB. third. 

In the first place, 

9. KB. takes KB.P.+ 9. K takes KB. 

10. KKt. takes K.B. 10. KR. to KB. square. 

11. You cannot gain a piece by advancing KP. one square, 

because he would check with Q. at Q. fourth, compelliiig 
you to interpose K.Kt. ; he would then remove KKt, 
&c. ; therefore, 
Q.P. two squares. 11. K to Kt. square. 

12. Q.B. to KKt. fifth. 12. KKt. takes KP. 

13. Q.B. takes Q. 13. KR. takes R.+ 

14. Q. takes R. 14. Kt. to KKt. sixth.+ 

15. K takes P. 15. Kt." takes Q., checks, and 

has the best of the game. 

In the second place, 

9. If you take KB., he will take KB. with KKt. But if 

KB. to Q.Kt. third. 9. KKt. takes KP. 

10. Q. to K second. 10. Q. to K second. 

11. KB. takes K.B.P.+ 11. K to KB. square. 

12. Q. takes P. 12. Kt. to KKt. sixth.+ 

13. K to KKt. second. 13. Kt. takes KR. 

14. Q. takes KB. 14. Q. takes Q. 
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15. Kt. takes Q. 15. E. takes B. 

16. K. takes Et. 

Black has clearly the best of the game. This defence 
is taken from Stamina's work. 



THIRD GAME. 

Wi^iU. ISIatiu 

1. K.P* tTvo squares. 1. K. P, two squares. 

2. K. B. P. two squares. 2. K^P. takes P. 

3. K.Kt. to K.B. third. 3. K.B. to K. second. 

4. K.B. to Q.B. fourth. 4. K.B. checks. 

5. E. to E.B. square ; this is the best move you can play, 

as it prevents his defending the Gambit Pawn, as in 
the ordinary Gambits. 

5. E.Et. to K.R. tMrd; if, 
instead of this move, he play E.Et. P. two squares, you 
would take E.B. If he play KB. to E.Et. fourth, 
you play Q. P. two squares, and afterwards take E. B., 
and then play Q. to E. B. third, winning the Gambit 
Pawn. 

6. Q.P. two squares. 6. E.Et to its fifth. 

7. Q. to E. second. 7. E.Et. to E.B. seventh. 

8. E.Et. takes E.B. 8. E.Et. takes R. 

9. E.Et. to E.B. third. 9. E.Et. to its sixth.+ 

10. E.R.P. takes Et. 10. P. takes P. 

11. Q.B. to E.B. fourth, and will afterwards take P. at 

E. Et. third, and have the best of the game. 



THE MUZIO GAMBIT. 



The first notice of this Glambit occurs in Salvio's cele- 
brated Treatise, published at Naples in 1604; he states 
that it was sent to him by Signor Muzio, and that it 
occurred casually between Don Geronimo Cascio and 
another player. 

In Sarratt's posthumous work, published in 1821, will 
be found, at considerable length, the Attack and Defence 
of this peculiar game, both of which were written by 
myself expressly for that work. Within these few years 
a new and better method of Attack has been discovered, 
to which at present there is no adequate Defence. I shall, 
in the first place, give an outline of the ordinary Attack 
and Defence, and afterwards, more fully, the improved 
method of Attack. 



FIRST GAME. 

1. K, P, two squares. 1. K. P, two squares. 

2. K. B. P. two sqtcares. 2. K. P. takes P. 

3. K.Kt. to K.B, third. S. K.Kt.P. two squares. 

4. K.B. to Q.B. fourth. 4. K.Kt.P. one square. 
6. K castles. 5. P. takes K.Kt. 
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This sacrifice of the K.Kt. constitutes the Muzio Gam- 
l)it. The Attack would probably be irresistible if, in 
castling, the King were played to K.K. square, according 
to the practice in Italy. The White has now two modes 
of play, viz. Q. P. two squares, or Q. takes P. ; the latter 
is the usual and most attacking move, but in this game 
I shall suppose you to play 

6. Q. P. two squares. 6. If he were now to play Q. 

to K. B. third, you should advance K. P. one square, 
and afterwards take the Pawn with the Queen. The 
best move is Q. P. two squares ; see the Second 6ame. 
But suppose 

FIRST DEFENCE. 

P. takes KKtP. 

7. K.B. takes K.B.P.+ 

In the first placcy 

7. E. takes KB. 

8. K.R. takes P.+ 8. KKt. to KB. third, 

9. K.P. one square. 9. KB. to KKt. second. 



10. Q. to KR. fifth.+ 



No. I. 



10. K to KKt. square. 

11. P. takes KKt. 11. KB. takes P. 

12. KR. to KKt. fourth.^ 12. If he play KB. to KKt. 

second, you may take it with KR., and afterwards 
check with Q.B. at KR. sixth, winning the Queen; 
therefore, 

K to KB. square. 

13. Q.B. checks. 13. K to K second. 

14. K.R. to K fourth, checks, and will win. 

No. 11. 

10. K to KB. square. . ' 
11. P. takes KKt. 11. KB. takes P. 
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12. KB. takes K.B.+ 12. Q. takes K.B. 

13. Q.B. checks, and wins the Queen at the least. 

No. III. 







10. K. to K second. 


11. 


P. takes K.Kt + 


11. K.B. takes P. 


12. 


K.B. takes B. 


12. Cannot take K B. without 




losing the Queen. 


If he play 

Q. to K. square. 


13. 


Q. to K. fifth.+ 


13. K to Q. square. 


14. 


Q.B. to K.Kt. fifth. 


14. Q. takes Q. 



15. K.B. checkmates. 

No. IV. 

10. K. to K. third. 

11. P. takes K.Kt. 11. KB. takes P. 

12. KB. to K fourth.+ 12. KB. interposes, 

13. KB. takes B.+ 13. K to KB. third. 

14. Q.B. checks. 14. K to KKt. second., 

15. Q.B. to KB. 8ixth.+ 15. K to KKt. square. 

16. B. to K eighth.^ 16. Q. takes B. 

17. Q. takes Q., checkmating. 

In the second place, 

7. K to K second. 

8. KB. takes P. 8. KB. to KB. third. 

9. KB. to KB. second. 9. KB. takes B. 

10. Q. takes B. 10. KKt. to B. third. 

11. Q. to KKt. fifth. 11. K takes KB. 

12. KP. one square. 12. Q. to KKt. square. 

13. Q. takes KKt.+ 13. K to K square. 

14. Q.Kt. to Q.B. third, and you have a very strong attack, 

as you threaten to play Q. Kt. to Q. fifth, to Q. Kt 
fifth, or to K fourth. 

SECOND DEFENCE. 

1. K. P. tnx) squares, 1. K, P, two sqtiares. 

2. K. B, P. two squares, 2, K. P. takes P. 
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3. K.Kt to K.B. third. 

4. K.B. to Q.B. fourth. 

5. IC. castles. 

6. Q.P. two sqtiares. 

7. K.P. one square. 

8. Q. takes P. 

9. Q.Kt. to Q.B. third. 

10. Q.Kt. to K. fourth. 

11. Q.Kt. to KB. sixth.+ 

12. KB. to Q. third. 

13. Q. to KR. fifth, and 

game. 



3. K. Kt. P. two squares. 

4. K.Kt. P. one square. 

5. P. takes K.Kt. 

6. Q. to KB. third. 

7. Q. to KB. fourth. 

8. KB. to KR. third. 

9. KEt to K second. 

10. K. castles. 

11. K to KR. square. 

12. Q. to K. third. 

you have much the best of the 



SECOND GAME. 



1. K.P. two squares. 

2. K. B. P. two squares. 

3. K.Kt. to K.B. third. 

4. K.B. to Q.B. fourth. 

5. K castles. 

6. Q. P. two squares. 



1. K.P. two squares. 

2. K. P. takes P. 

3. K. Kt. P. two squares. 

4. K. Kt. P. one square. 

5. P. takes K.Kt. 

6. Q.P. two squares. 



In the first place, 



7. KB. takes P. 

8. KR. to KB. second. 

9. KB. to Q.Kt. third. 

10. Q.Kt. to Q.B. third. 

11. KP. one square. 



7. Q.B. to KKt. fifth. 

8. Q.B.P. one square. 

9. KB. to KR. third. 

10. KKt. to K second. 

11. KKt. to its third square, 



and has much the best of the game. 
In the second place, 

7. KP. takes P. 7. Q.B. to KKt. fifth. 

8. KR. to KB. second. 8. If he were to plaj KKt. 

to KB. thirds you should play Q. to Q. third. But if 

K.B. to Q. third. 
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9. Q.Et. to Q. second. 

10. Q.Kt. takes P. 

11. Q. to K. square. 

12. Kt. to Q. second. 

13. Kt. takes KKt. 

14. Q.B. takes P. 

15. Q. to Q. second. 

16. Q.B. to KB. square. 



9. KKt. to KB. third. 

10. KKt. to K fifth. 

11. KB. P. two squares. 

12. Q. to K second. 

13. KB. P. takes Kt 

14. Q.Kt. to Q. second. 

15. KB. P. one square. 

16. K castles with Q.R. 



The game is in favour of the Black. 



THIED GAME. 



miitte. 

1. K,P, two squares, 

2. K, B, P. two squares. 

3. K.Kt, to K.B. third, 

4. K.B. to Q.B. fourth. 

5. jr. castles, 

6. Q. takes P. 



Blocit. 

1. K,P, two squares. 

2. K,P. takes P, 

3. K.Kt.P two squares^ 

4. K. Kt, P. one square, 

5. P. takes K.Kt, 

6. Q. to K second square; 
this move was formerly considered the best ; it is not 
however so good as Q. to K B. third. 

7. Q.P. two squares. 



FISST DEFENCE. 

7. KB. to KR. third. 



8. 


Q.B. takes P. 








In the 


» first place. 








8. Q.P. one square. 


9. 


Q.B. takes B. 




9. KKt. takes B. 


10. 


Q. to KR. fifth. 




10. Q. to KB. square. 


11. 


KR. to KB. sixth. 




11. KKt. to its square 


12. 


KR. takes KB. P. 




12. Q. to KR. third. 


13. 


KR. toKB. eighth. 


i-+ 


13* K. removes. 


14. 


Q. checkmates. 
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In the second ptace, 

8. K.B. takes B. 

9. Q. takes B. 9. Q.Kt. to Q.B. third. (A.) 

10. K.B. takes KB.P+ 10. K. to Q. square. 

11. KB. to K.R. fifth. 11. Q.Kt. takes Q.P. 

12. Q. to K.B. eighth.-^ 12. Q. takes Q. 

13. K.B. takes Q.+ 13. K. to K. second. 

14. K.R. to K. eighth.+ 14. K. to Q. third. 

15. Q.Kt. to Q.R. third. 15. Q.B.P. one square. 

16. Q.R. to Q. square. 16. K. to Q.B. fourth. 

17. Q.B.F. one square, and afterwards plays E.B. to its 

seventh, having the best of the game. 

(A.) 

9. K.B.P. one square. 

10. Q.Kt. to Q.B. third. 10. Q.B.P. one square. 

11. Q.R. to K. square. 11. Q.Kt.P. two squares. 

12. K.P. one square. 12. K. to Q. square. 

13. K.P. takes P. 13. K he play Q. to Q.Kt. 

fifth, jou may check with Q.R., and afterwards ad- 
vance P. to K. B. seventh, winning easily. But if 

Q. takes P. 

14. Q. to K. fourth. 14. Q. to K.Kt. fourth. 

15. Q. to K. eighth.+ 15. K. to Q.B. second. 

16. K.R. to K.B. eighth. 16. P. takes KB. 

17. Q. takes Q.B.+ 17. K to Q.Kt. third. 
18« Et. to Q.R. fourth, checks, and wins easily. 

SECOND DEFENCE. 

7. Q.Kt. to Q.B. third. 

8. It would not be good play to move Q. B. P. one square, 

because he would play Q. Kt. to K. fourth, in order to 
exchange it for your K B., which you cannot prevent 
by taking Q.Kt., on account of the Q. checking at 
Q.B. fourth, &c. The best move is, 
Q. takes Gambit P. 8. Q.Kt. takes Q.P. 

9. KB. takes K.B.P.+ 9. K to Q. square, 

A A 
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10. Q.Kt. to Q.B. third. 10. K.Kt. to K.H. tlifrd. 

11. QB. to K. third. 11. Q.Kt. to K. third. 

12. KB. takes Q.Kt. 12. Q. takes KB. 

13. Q.Kt. to Q. fifth. 13. Q.P. one square- 

14. Q. to KR. fourth.+ 14. K to Q, second. 

15. KR. to KB. sixth, wins a piece, and has consequently 

the best of the game. 



I 



FOURTH GAME. 





mimt. 


eurit. 


1. 

2. 
3. 
4. 
5. 
6. 


K, P, two sqtiares. 
K, B, P. two squares, 
K.Kt. toK.B. third. 
K.B.to Q.B. fourth. 
K. castles. 
Q. takes P. 


1. K.P. two sqimrei^, 

2. K. P. takes P. 

3. JT, Kt. P. (wo squares, 

4. K. Kt, P^ one square. 

5. P,take^K.Kt. 




FIRST 


DEFENCE. 



6. Q. P* one square, 

7. Q. takes Gambit P. 7. Q. to K. second, 

8. KB. takes KB.P.+ 

In the first place, 

8. K to Q. square. 

9. Q.Kt. to Q.B. third. 9. Q.B.P, one square, 

10. Q.P. two squares, and you have a very good guine, 
your pieces being in good playj aod your centre |>awnfi 
strong. 

In the second plaice, 

8. K to Q. second. 
9. KB. to K sixth.+ 9. He cannot take K.H, wit' 

K. without being immediately checkmated. But if 

Q, takes KB. 
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10. Q. takes E.B. 10. Q. to K. square. 

11. K.R. to KB. 8eventh.+ 11. E. to Q. square. 

12. Q. to K.Kt. seventh, and you have the best of the game. 

You might also, on the seventh move, have played Q.P. 
two squares, and afterwards have taken Gambit Pawn 
withQ.B. 

SECOND DEFENCE. 

6. Q.Kt. to Q.B. third. 
7. Q. takes Gambit P. 7. Q. to K. second. 

8.*K.B. takes K.B.P.+ 8. K. to Q. square. 

9. Q.Kt. to Q.B. third. 9. Q.P. one square. 

10. Q.Kt. to Q. fifth. 10. The best move is to pky 

Q. to E. fourth, but even then your game would be 
better than his. But suppose 

Q. to Q. second 

11. E.B. takes K.Kt. 11. K.R. takes B. 

12. Q. takes K.B.+ 12. KR. takes Q. 

13. K.R. takes R.+ 13. Q. to K. square. 

14. KR. takes Q.+ 14. K. takes R. 

15. Kt, takes Q.B.P., checks, and wins Q.R. 



FIFTH GAME. 

L K.P, two squares. 1. K,P, two squares* 

2. K.B.P. two squares. 2. K.P. takes P. 

5. K.Kt. to KB. third. 3. K.Kt. P. two squares. , 

4. K B. to Q. B. fourth. 4. K. Kt. P. one square. 

5. K. castUs. 5. P, takes KKt. 

6. Q. takes P. 6. Q. to K.B. third. This 

is the best move that can be played, as it defends the 
Gambit Pawn, and prevents you from playing Q.P. 
two squares. There are several modes of continuing 
the attack : for example, 

A A 2 
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No. I. 

7. Q.B.P. one square. 7. The proper move is to 

play Q. Kt. to Q. B. third, to prevent the advance of 
Q.P. two squares ; but suppose 

KB. to K.R. third. 

8. Q.P. two squares. 8. Q.Kt. to Q.B. third* 

9. KP. one square. 9. Q. to K.B. fourth. 

10. Q.Kt. to Q. second. 10. KKt to K second. 

11. Q.Kt. to K. fourth. 11. K. castles. 

12. Q.Kt. to KB. fiixth.+ 12. K to KKt. second. 

13. KB to Q. third. 13. Q. to K third. 

14. Q. to KR. fifth. 14. KKt. to its third. 

15. KR. takes P. 15. KKt. takes KR. 

16. Q.B. takes Kt., and wins easily* 

No. 11. 

7. Q. P. one square. 7. He ought to play K. B. to 

K R. third. See the Seventh Game. But suppose 

Q.Kt. to Q.B. third. 

8. Q.B. takes P. 8. Q. takes Q.Kt.P. 

9. K.B. takes KB.P.+ 9. K to Q. square. 

10. Q.B. to KKt. fifth.+ 10. KB. to K second. 

11. KB. takes KKt. 11. Q.P. one square. 

12. Checkmates in three moves. 

No. III. 

7. K.P. one square. 7. Q. takes P» 

8. Q.P. one square. 8. He ought now to play 

K.B. to K.R. third, to defend the Gambit Pawn. 
See the Seventh Game. But suppose he plays 

FIRST DEFENCE. 

8. Q.P. one square. 

9. Q.B. takes P. 9. Q. to K second. 

10. Q.B. to KKt. fifth. 10. Q, takes Q.B. 

11. Q. takes KB.P.+ 11. K to Q. square. 

12. Q. takes K.B.+ 12. K. to Q. second. 
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13. K.B. to K. 8ixth.+ 13. If he play K. to Q.B. 

third, you should take Q.B. with Q., having an excel- 
lent game. But if 

E. takes K.B. 

14. Q. to K.B. seventh.^ 14. K. to K. fourth. 

15. Q.Kt. to Q.B. third, and will win easily. 





SECOND 


DEFENCE. 

8. KB. checks. 


9. 


K. to K.R. square. 


9. KB. to K. sixth. 


10. 


Q.B. takes B. 


10. Q. takes B. 


11. 


Q. to K.R. fifth. 


11. Q. to K second. 


12. 


Q.Kt. to B. third. 


12. KKt. to B. third. 


13. 


Q. to K.R. sixth. 


13. Q.P. one square. 


14. 


Q. takes Gambit P. 


14. KKt. to its fifth. 


15. 


Q.Kt. to Q. fifth. 


15. Q. to Q. second. 


16. 


Q.B. checks. 


16. K to Q. square. 


17. 


Q.R. toK. seventh. 


17. Q. to Q.R. fifth. 


18. 


R. takes Q.B.P., and 


wins easily. 




THIBD 


DEFENCE. 

8. Q.P. one square. 



9. Q.B. takes P. 9. Q. to KB. third. 

10. Q.Kt. to Q.B. third. 10. Q.B.P, one square. 

11. Q.Kt. to K fourth. 11. Q. to KB. fourth. 

12. Q. to K second, and has the best of the game. 

FOURTH DEFENCE. 

8. Q.Kt. to Q.B. third. 
9. Q.B. takes P. 

In tlie first place, 

9. Q. to K second. 

10. Q.B. takes Q.B.P. 10. KKt. to KR. third. 

11. Q.Kt. to Q.B. third. 11. Q.Kt. to Q. fifth. 

12. Q. to KR. fifth. 12. Q.Kt. to K third. 
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13. Q.B. to K. fiftii. 13. K.R. to K.Kt. square. 

14. Q.Kt. to Q. fifth, and ought to win. 

In the second piace^ 

9. Q. takes Q.KtP. 

10. KB. takes P.+ 10. K. to Q. square. 

11. KB. takes Et. 11. If he take R. or B. he 

will be checkmated in a few moves ; therefore, 

KB. to K second. 

12. Q.B. to KKt. fifth. 12. K he play Q. P. one or two 

squares, you will checkmate him in three moves ; if he 
play any other move you will easily win. 

In the third place, 

9. Q. to KB. third. 

10. Q.Kt. to B. third. 10. KKt. to K second. 

11. Q.R. to K square. 11. Q. checks. 

12. Q.B. interposes. 12. Q. to KEt. second. 

13. E.B. takes P.+ 13. K. to Q. square. 

14. KB. to K.R. fifth. 14. Q.P, one square. 

15. Q.B. to KEt. fifth. 15. If he take Q.B. he will 

be checkmated in four moves ; therefore, 

Q.Et. to K fourth. 

16. Q.R. takes Et. 16. Q. or P. takes R. 

17. Q.B. to KB. sixth, wins E.R., and consequently faa.s 

the best of the game. 



SIXTH GAME. 

Wi^- ISlariu 

1.. K.P. two squares. 1. K,P. two squares. 

2. K,B. P. two squares. 2. K.P. takes P. 

3. JST. Kt, to K. B. third. 3r K. Kt. P, two squares. 
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4. K. B. to Q. B. fourth. 4. K.Kt, P. one square. 

5. K. castles. 5. P. takes K.Kt. 

6. Q. takes P. 6. Q. to KB. third. 

7. K. P. one square. 

FIRST I>EFENCE. 

7. Q. to Q.Kt. thinL+ 
B. K. to KR. square. 8. KB. to KR. third. 

9, Q.Kt. to Q.B. third. 9. If he play Q.B.P. one 

square, you should play Q. Kt. to K. fourthi in order to 

check at Q. sixth. But if 







Q. to Q.B. fourth. 


10. 


Q.P. one square. 


10. Q. takes KP. 


11. 


Q.Kt. to.Q. fifth. 


11. KKt. to K second. 


12. 


Q.B. takes P. 


12. KB. takes B. 


13. 


Q.R. to K. square. 


13. Q. to KKt. fourth. 


14. 


Q.R. takes Kt.+ 


14. K to Q. square. 


15. 


R. takes KB. P., and wiU win KB., and have the best 




of the game. 






SECOND 


DEFENCE. 



7. Q. to KB. fourth. 

8. Q.P. two squares. 8. KB. to KR third. 

9. Q.Kt. to Q.B. third. 9. K.Kt. to K second. 

10. Q.Kt. to K fourth. 10. If he play KB. to Kt. 

second, you take Gambit P. with Q. B. K 

K. castles. 

11. Kt to KB. sixth.+ 11. K to KR. square. 

12. KB. to Q. third. 12. Q. to K third. 

13. Q. to KR. fifth. 13. Kt. to KKt. sqmre. 

14. Q.B. takes P. 14. K to Kt. second. 

15. Q.B. takes B., winning easily. 



360 inJZIO OAMEIT, 

SEVENTH GAME, 
UBWti. Blart. 



1. 


K. P. two square*. 


L 


A". P. two squares. 


2. 


K.B.P, two squares. 


2. 


K.P.takesP. 


3. 


K.Kt. to K.B. third. 


3. 


K.Kt.P. two sqttarejs. 


4. 


K.B, to Q.B. fourth. 


4. 


K. Kt. P. Of It square. 


6. 


K. castles. 


5. 


P, takes K.Kt. 


6. 


Q. takes P. 


6. 


Q. to K.B. third; thw, 



as I have before observed, is the only correct move ; it 
defends the Gambit Pawn, which cannot be taken 
without the exchange of Queens, and it prevents the 
advance of your Q.P. two squares. 

I shall^ in this and the following game> give an outline 
of the proper Defence to the ordinary method of Attack. 

If you were, for your next move, to play K. to K. K. 
square, Q.B.P. one square, or K.B. to Q.Kt third, the 
Black should play Q.Kt.. to Q.B. third, in order to move 
it to K. fourth, or Q. fifth. But suppose you play 

No. L 

7. Q P. one square. 7^ K^B. to K»R. third. 

FIRST ATTACK. 

8. Q.B. to Q. second. 8. Q.Kt. to Q.B. third. 

9. Q.B. to its third. 9. Q.Kt. to K. fourth- 

10. Q. to K.R. fifth. 10. Q.R one square. 

11. Q.B. takes Q.Kt. 11. Q.P. takes Q.B. 

12. K.B. takes K.B.P.+ 12. Q. takes KB. 

13. Q. takes K.P.+ 13. K. to K.B. square. 

14. Q. takes K.R. 14. KB. to KKt. second. 

15. Q. takes KR.P. 15. KB. to Q. fifth, checks, 

and wins the Queen. 
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SECOND ATTACK. 

8. Q.Kt. to Q.B. third- 8. K.Kt. to K. second. 

9. Q.B. to Q. second. 9. Q.Kt. to Q.B. third. 

10. Q.Kt. to its fifth. 10. Q.Kt. to K fourth. 

11. Q. to K.B. second. 11. K. to Q. square. 

12. Q.B. to its third. 12. Q.P. one square, and has 

the best of the game, as the White has not sufficient 
attack for the piece sacrificed. 

No. n. 

7. K.P. one square. 7. Q. takes P. 

8. Q.P, one square. 8. K.B. to K.R. third. 

FIRST ATTACK. 

9. Q.B. to Q. second. 9. K.Kt. to K. second. 

In the first places 

10. Q.B. to its third. 10. Q. to Q.B. fourth.+ 

11. K. to K.R, square. 11. K.R. to K.Kt square. 

12. Q.Kt. to Q. second. 12. Q.P. two squares. 

13. Q. to K.R. fifth. 13. Q. to Q. third. 

14. KB. to Q.Kt. third. 14. Q.B. to K.Kt. fifth. 

The game is in favour of the Black.* 

In the second place, 

10. K.R. to K. square. 10. Q. to Q.B. fourth.+ 

11. K. to K.R. square. 11. Q.Kt. to Q.B. third. 

12. Q.B. takes P. 12. K.B. takes Q.B. 

13. Q. takes K.B. 13. Q.P. two squares. 

14. Q. to K.Kt. fifth. 14. Q.B. to K. third, and has 

evidently the best of the game. 

SECOND ATTACK. 

9. Q.Kt. to Q.B. third. 9. K.Kt. to K. second. 

10. Q.B. to Q. second. 10. Q.B.P. one square. 

11. Q.R. to k. square. 11. Q. to Q.B. fourth.+ 
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12. K. to K.R. square. 12. Q.P. two squares. 

13. Q. to K.R. fifth. 13. Q. to Q. third, and has 

certainly the best of the game. 



EIGHTH GAME. 



1. 

2, 

3. 

4. 

5. 

6. 

7. 

8. 

9. 
10. 
11. 
12. 
13. 



«ai]ftite. 

K. P. two squares, 
K. B. P, two squares. 
K.Kt. to K.B. third. 
K,B, to Q.B. fourth. 
K. castles. 
Q. takes P. 
Q. P. one square. 
Q. B. to Q. second. 
Q. B. to its third. 
Q.B. takes K.Kt. 
Q.Kt. to Q.B. third. 
Q.Kt. to its fifth. 
K. to K.R. square. 



14. 
15. 
16. 
17. 
18. 
19. 
20. 
21. 
22. 
23. 



ISteriu 

1 . K.P, two squares. 

2. K.P. takes P. ^ 

3. K. Kt, P. two squares. 

4. K. Kt. P. one square. 
5. 
6. 



P. takes K.Kt. 
Q. to K.B. third. 

7. K.B. to K.R. third. 

8. Q.Kt. to Q.B. third. 

9. Q.Kt. to K. fourth. 

10. Q. takes Q.B. 

11. K.Kt to K. second. 

12. Q. to Q.B. fourth.+ 

13. It would not be good play 
to move Q.B.P. one square, because you would play 
Q.P. one square, and he could not take your K.B. 
without losing his Queen. The best move is 

Q.R.P. one square. 



Q.Kt. to Q.B. third. 
Q.R. to K. square. 
K.P. one square. 
Q.Kt. to K. fourth. 
Q. to K.R. fifth. 
Q.P. one square. 
Q.P. takes P. 
Kt. to K.B. sixth. 
K.B. to Q. third. 
Kt. takes Kt. 



14. Q.P. one square. 

15. Q. to K.Kt. fourth. 

16. Q.P. takes P. 

17. Q. to K.Kt. second. 

18. K.R. to K.B. square. 

19. Q.B. to Q. second. 

20. K. castles. 

21. Q.B. to K. third. 

22. Kt. to Q. fourth. 

23. Q.B. takes Kt. 
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24. K.R. to KB. second. 24. K.R. to K.Kt. square. 

25. Q. to K. second. 25. K. B. to K. Kt ^Mtfth, and 

has the best of the game. 



NINTH GAME. 

SlBtttr. Vlacfc. 

1. K,P. two squares. 1. K, P. two squares. 

2. K.B.P. two squares. 2. A'. P. takes P. 

3. JT. Jfy. ^o K. B. third. 3. JT. Kt. P. two squares. 

4. K.B. to Q.B. fourth. 4. K.Kt. P. one square. 

5. Q. P. two squares ; playing this Pawn two squares, in- 

stead of castling, constitutes the new Attack alluded to 
page 348. 

In the year 1817 I communicated this move to that most 
excellent Chess player, J. H. Sarratt ; we resolved to ana- 
lyse the attack on his restoration to health ; but his prema- 
ture death prevented it, and I thought no more of the move 
until I saw it first noticed in J. F. W. Koch's " Elementar- 
buch der Schachspielkunst," published at Magdeburg in 
1828. Mr. Koch states that it was communicated to him by 
the late Lieut. -Colonel Donop, who told him that, while 
he was commander of Brussels, during the late war with 
France, he often played at the Chess Club there with an 
Englishman, who was accustomed to play this unusual 
move, and always won by it. 

Koch has given many Variations on this game, some of 
which are well played; the ninth and tenth games ire 
taken from his work. 

In 1829 there was published at Bombay a thin quarto 
volume of 63 pages, entitled " An Analysis of the Muzia 
Gambit," &c. &c. See the full title, page 178. 



•*64 Muzio gambit; 

This analysis of the Muzio (xambit contains the eame 
attack as Koch's work, but much more skilfully and accu- 
rately played. The whole of it will be found in the 
Eleventh and succeeding Games. 

Should further investigation prove that this attack is 
quite sound, it will follow that the King's Knight^s Pawu 
must not be advanced on the fourth move, and conse- 
quently the Defence of the King's Gambit will be re- 
stricted to playing in lieu of tliat move K. B, to K. Kt 
second, as in the Fourteenth and succeeding Games. See 

page 297. 

5, P. takes K, Kt, 

6. Q. takes P. 6. K. B. to K, R, third. 

7. K. castles. 

FIRST DEFEKGR, 

7- Q-P. one square. 

8. Q.B. takes P. 8, KB. takea B. 

9. KB. takes KB. P.+ 

In tfie first pJnce, ^ 

9, K. takes K B. 

10. Q. takes KB.+ 10. K to KKt. third 5 it 

would be better to play K.Kt. to K*B- third. 

11. Q. to KB. seventh.^ 11. K to KK third. 

12. Q.Kt. to Q.B. third. 12. Q, to K second (A,) 

13. Q. to KB. fourth + 13, K to KKt. third. 

14. Q.Kt. to Q. fifth. 14. Q. to KKt. fourth. 

15. Q. to KB. seventh.+ 15. K. to KE. third. 

16. Q. to KB. eighth.+ 16, K to K.R fourth. 

17. Kt. to KB. fourth.+ 17. K to K.R, fifth. 

18. KKt. P. checks. 18. K to KKt. fifth. 
J 9. Q. takes Q. B. and wins. 

(A.) 

12. Q,B,P. one square. 
13. KP. one square. 13. Q.F. one square. 
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14. K.R. toK.B. third. 14 Q. to K. second. 

15. Q. to KB. fourth.+ 15. K. to K.R. fourth. 

16. K.R.P. one square. 16. Q. to K.Kt. fourth. 

17. Q. to KB. seventh.+ 17. Q. to KKt. third. 

18. KKt.P. two squares.^ 18. K to KR. fifth. 

19. Q. to KB. fourth. 19. KKt. to K second. 

20. Q. to K.Kt. third.+ 20. K to K Kt. fourth. 

21. KR.P. checks. 21. K to KR. third. 

22. R. to K.B. sixth, and will win. 

In the second placcy 

9. K to Q. second. 

10. Q. to KR. third.+ 10. K to Q.B. third. 

11. KB. to.Q. fifth.+ 11. K to Q.Kt. third. 

12. Q. to Q.Kt. third.+ 12. K to Q.R. fourth. 

13. Q. to Q.R. third.+ 13. K to KKt. third. 

14. Checkmates in three moves. 

In the third place, 

9. K. to K. second. 

10. K. to Q. second. 

11. K to Q.B. third. 

12. K to Q.Kt. third. 

13. If he plaj K to Q.B. 
third, you check with KB. at Q. fifth, and afterwards 
with Q. at K. R. third, winning speedily ; therefore 

K to Q.R. fourth. 

14. Kt to Q.R. third. 14. Q. to Q. second. 

15. Checkmates in four moves. 

SECOND DEFENCE. 

7. Q. to K.B. third. 

8. KP. one square. 8. Q. to KB. fourth. 

9. Q.Kt. to Q.B. third. 9. KKt. to K second. 

10. You may play Q. Kt. to K. fourth, see the First Oame, 
page 351, where the position is the same, though the 
moves occur in a different order : or you may play as 
Koch directs, viz. 



10. 


Q. takes E.B. 


11. 


Q. to K.B. fifth.+ 


12, 


Q. to Q. fifth.+ 


13. 


Q. to Q.Kt. third.+ 
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KB. to Q. third. 

11. Q.B. takes P. 

12. Q. takes K.B. 

13. Q.B. to K. square. 



10. Q. to K. third. 

11. KB. takes B. 

12. Q.Kt to QB. third. 



In the first place^ 

13. KKt. to Q. fourth. 

14. Kt. takes Kt. 14. Q. takes Kt. 

15. Q.B.P. two squares. 16. Q. to K third. 

16. Q.P. one square, and has the best of the game. 

In the second place, 



14. P. takes P. enpcusant. 

15. Q. takes KB.P.+ 

16. Q.P. one square. 

17. Q. to KKt. seventh. 

18. KB. takes Kt. 

19. KR. to KB. sixth. 

20. K. to KB. square. 

21. Q.R. takes B. 

22. Q. to K.Kt. eighth.+ 

23. Kt. to K. fourth. 

24. R. to K.B. seventh.^ 

25. Q. to KKt. fourth + 

26. Kt. to Q. sixth.+ 

27. B. takes Kt.+ 

28. Q. takes Q., and ought 



13. Q.P. two squares. 

14. Q. takes P. 

15. K to Q. square. 

16. Q.Kt. to K fourth. 

17. Q.Kt. to KKt. third. 

18. Kt. takes KB. 

19. Q. to Q.B. fourth.+ 

20. K.R. to K. square. 

21. K takes R. 

22. K to Q. second. 

23. Q. to Q. fifth. 

24. Kt. to K second. 

25. K. to K square. 

26. P. takes Kt. 

27. K takes R. 
to win. 



TENTH GAME. 



1. K.P. two squares. 

2. K. B. P. two squares. 

3. K.Xt to K.B. third. 



ISUrlt. 

1. jST.P. two squares. 

2. K.P. takes P. 

3. K. Kt, P. two squares. 
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4. K,B. to Q.B. fourth, 4. K.Kt.P. one square. 

5. Q.P. two squares. 5. P, takes K.Kt, 

6. Q. takes P. 6. K he check with Q. jou 

interpose K.KtP., which he cannot take without 
losing. But suppose 

Q. to KB. third. 

7. K.P. one square. 7. Q. to K.B. fourth. 

8. Q.Kt. to Q.B. third; instead of this move, Ghulam 

Kasaim makes the White castle, which is upon the 
whole a somewhat better move. 

FIRST DEFENCE. 

8. K.B. to K.R.. third. 

9. I think the best move is to castle ; Koch, however, 

directs White to play 

Q.Kt. to Q. fifth. 9. K. to Q. square. 

10. KB. to Q. third. 10. Q. to K third. 

11. Q.Kt. takes Gambit P. 11. KB. takes Kt. 

12. Q.B takes B. 12. Q.P. two squares. 

13. Q.B. checks. 

In the first place, 

13. KKt. to K second. 

14. K castles with KR. 14. Q.Kt. to Q.B. third. 

15. Q. to KR. fifth. 15. Q.Kt. takes Q.P. 

16. Q.B.P. one square. 16. Q. to Q.Kt. third. 

17. Q.B. takes Kt.+ 17. K takes Q.B. 

18. K.R. takes P.+ 18. K to Q. square. 

19. Q. to KKt fifth.+ 19. K to K. square. 

20. Q. checkmates. 

In the second place, 

13. KB. P. one square. 

14. Q.B. takes P.+ 14. KKt. takes B. -^ 

15. Q. takes Kt.+ 15. Q. takes Q. 

16. KP. takes Q. and will win, or at least draw, says Koch. 

As White has only two pawns for the piece, it seems to 
me difficult for him to draw. 
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SECOND DEFENCE. 



9. K.B. to Q. third. 

10. K. castles. 

11. K. P. takes P. en pcLssdnt 

12. Q.B. takes R 

13. Q.R. to K. square. 



8. Q.B.P. one square, 

9. Q. to K. third. 

10. Q.P. two squares. 

11. KB. takes P. 

12. K:.Kt. to K. second* 

13. Q. to Q. second. 



14. Q.Kt. to K. fourth, and will win. 



VARIATION, 



BEGINNING AT THE 9EVFNT1E MOVE OF THE BLACK. 



1. K, P, two squares. 

2. JT. B, P. two squares. 

3. K.Kt. to K.B. thud, 

4. K.B. to Q.B. fourth, 

5. Q. P. two squares. 

6. Q. takes P. 

7. K. P. one square. 

8. Q.B.P. one square. 

9. Q.B. talces P. 

should take K.B. P. 
fine game. But if 

10. Q. takes KB. 

11. K. castles. 

12. KR. to K.B. third, 

13. K.R. to KKt. third. 

14. KR. takes R.^ 

15. Q.Kt. to Q. second. 

16. Q.R. to KB. square. 



1. K.P. two squares 

2. K. P, tahes P. 

3. K, Kt. P, two squares. 

4. A'. Kt, P* one $quare, 
1 P. takes K.Kk 

6. Q. to K.B. third- 

7. Q. to Q.Kt. thii'd, 

8. KB. to. KR. thinL 

9. K he take Q.Kt P. you 
with K E.J and jou will have a 

KB. takes B. 

10. Q. to KKt third. 

11. KKt to KR. third, 

12. KE. to KKt squM^. 

13. Q- to KR. fourth. 

14. KKt. takes R. 

15. Q.Kt. to Q.E, third. 



FIS8T DBfENCE. 

16. KKt to KB. third. 



17. Q.Kt to K fourth. 
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In the first plaee^ 

17. K. to KB. square, 

18. R. to K.B. third. 18. Q.Kt. to Q. square. 

19. Kt. to KB. sixth. 19.' Q. to KKt. third. 

20. E. to KKt. third. 20. Q. to Q.Kt. eighth.^ 

21. KB. to its square, and wins easily. 

In the second place, 



18. R. to KB. tliird. 

19. R. to KKt. third. 

20. Kt. to KB. 8ixth.+ 

21. Q. takes Kt. 



17. Q. to KKt. third. 

18. Q.Kt. to Q. square. 

19. Q. to Q.B. third. 
20i K to K second. 
21. Q. takes KB. 



22. R. to KKt. eighth, and wins. 





SECOND 


DEFENCE. 

16. Q.Kt to Q. square. 


17. 


Kt. to K fourth. 


17. Q. to KKt. third. 


18. 


K:B. to Q. third. 


18. Q.Kt. to K third. 


19. 


Q. to KB. third. 


19. Q. to KKt. second. 


20. 


Q.P. one square. 


20. Q.Kt. to KB. square. 


21. 


Kt. to KB. sixth.+ 


21. K to Q. square. 


22. 


Kt. takes Kt. 


22. Q. takes Kt. 


23. 


Q. to KB. sixth.+ 


23. K. to K. square. 


24. 


Q.P. one square, and will win. 



ELEVENTH GAME. 



1. K.P. two squares^ 

2. JT. B. P. two squares. 

3. K,Kt. to K.B. third. 

4. K.B. to Q.B. fourth. 
6. Q.P. two squares. 



ISlariu 

1. K.P. two squares. 

2. K.P. takes P. 

3. K.KtP. two squares. 

4. K. Kt. P. one square. 

5. KKt. P. takes Kt. 
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6. Q. takes P. 6. He maj now plaj Q. P. 

two squares^ see the Thirteenth Game ; or Q. to K. B. 
third, see the Seventeenth Gome ; or Q, to K. R. fifths 
see the Variation ; or he may plaj 

Q.P, one Bqiiare, 

7. K. castles. 7. If he plaj Q.B. to K, 

third, see the Twelfth Game. But if 

Q, to KB. third, 

8. You may play Q. Kt. to Q. E. thirdj see the Sixteenth 

Game ; or 
K. to K.B. square* 8. If he take P. with Q, see 

the Eighteenth Game, But if 

K.B, to K,K. thiri 

9. Q.Kt. to Q.B. third. 9. If he take P. with Q. see 

the Fourteenth Game. If he play Q.Kt. to Q.B, 
third, see the Fifteenth Game. But if 

K*Kt. to K, second. 

10. K.P. one square. 10. Q.R takea P. 

11. Q.P. takea P. 11. Q. takes P. ; if he pkj 

Q. to K. B. fourth, see the Nineteenth Game. 

12. Q.B. to Q. second. 12. Q. to Q. fifth. 

13. Q. to K. second. 

FIRST DEFEIfCE. 

13. P. to K,B. sixtL 

14. K.B. takes K.B.P,+ 14. K. to Q. square. 

15. K.R. takes P. 15. If he take Q.B., you will 

win the Queen by playing K. R. to Q. third ; therefore, 

Q.B. to KKt fifth. 



16. 


Q.B. takes B. 


16, Q,B. takes R, 


17. 


Q. takes B. 


17. Q.Kt to Q, seoond. 


18. 


Q.R. to Q. square. 


la Q, to Q.Kt. third. 


19. 


Q. to K.K. third. 


19. Q, to Q.B. third. 


20. 


K.B. to K sixth, and will win. 




SECOND 


DEFENCE. 

13. Q/B, to K. third. 


14. 


K.B. takes B. 


14. R takes KB. 
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15. Q. to K.R. fifth + 15. Kt. interposes, 

16. Q. takes B. 16. Q. takes B. 

17. Q.R. to Q. square. 

Ill the first place, 

17. Q. to K. sixth. 

18. K.R. to K. square. 18. Q. to Q.Kt. third. 

19. Kt. to Q. fifth. 19. Q. to Q.B. third. 

20. Q. to K.Kt. seventh, and wins the Queen.' 

In the second place, 

17. Q. takes Q.B.R 

18. K.R. to K. square. 18. If he play K.P. one sq., 

yoto should play Q. to K. Kt. seventh. But if 

Q. to K.B. fourth. 

19. Q. to K.Kt. seventh. 19. If he play K.R. to K.B. 

square, you should take Q. B. P. with Q. ; and if he 
then play K.Kt. to K. second, you play Kt. to K. 
fourth, winning the Queen. But if 

Q. to K.B. second. 

20. Q.R. to Q. eighth.^ 20. K. to K. secoAd. 

21. Kt. to Q. fifth.+ 21. K. takes R. 

22. Q. takes Q. 22. K.P. takes Kt. 

23. Q. takes K.P.+ 23. Q.Kt. interposes; 

24. R. to Q. square. 24. K.Kt. to K.B. square, 

25. Q. to K.Kt. fifth.+ 25. K. to K. square. 
20. Q. to K.Kt seventh. 26. K.Kt. to its third. 

27. R. takes Q.Kt. 27. K.R. to K.B, square. 

28. Q. takes K.R. P. 28. Q.R. to Q.B. square. 

29. R. to K.Kt. seventh, winning the Knight. 



VARIATION, 

BEGINNING AT THE SIXTH MOVE OP THE BLACK. 

6. Q. to K.R. fifth.+ 

7. K.Kt.P. one square. 7. Q. to K.R. sixth. 

8. Q.B, ta^es P. 8. If he play K.Kt. to K.B. 

B B 2 
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third, he will lose a pitsue. If he play Q. P. one square, 
or Q.Kt. to Q.B. third, jou should take KB. P., 
checking. If he play K. Kt to K, R, third, jou should 
take it with Q. B, ; if he take it with K. B. he loees 
K.R. ; if he take with Q., you take KB, P. with KB., 
checking, and then caatle^ &c. But suppose he plays 

K.B,P, one square- 
9. Q. to Q.Kt. third. 

FIRST DEFENCE. 

9_ K.Kt, to K,R. thiri 

10. Q.Kt. to Q.B. third. 10. Q.B.P. one square. 

11. K. castles with Q.R. IL Q.P. one square. 

12. K.R. to K. square. 12. Q. to Q. second. 

13. K.P. one square. 13- K.B.P. takes P. 

14. Q.P. takes P. 14. Q.P. one square. 

15. P. to K. sixth. 15, If he play Q, to K second, 

you should take P. with K.B,, and on his taking K.B. 
you retake with Kt., winning the Queen. But if 

Q* to KKt. second. 

16. P. to K. seventh. 16, K.B, takes P. 

17. K.B. takes P. 17. K to B. square. 

18. KB.to K. sixth. 18, Q,B, takegi B, 

19. Q. takes Q.B., and wins easily. 





SECOND 


BEFRNCE. 

9. Q. to K.Kt. seventh 


10. 


KR. to K.B. square. 


10. Q. takes KP + 


11. 


K. to KB. second. 


11. Q. takes Q.P.+ 


12. 


K. to Kt. second. 


12. Q. to K, fifth.+ 


13. 


K.R. interposes. 


13. Q. to K.Kt. third. 


14. 


Kt. to Q.B. third. 





In the JirU place^ 

14, If he play Q, Kt. to Q.B, 
third, you play Q, Kt. to ite fifth, and win ; therefore, 

K. t<) Q, square, 
15. Q.R. to K. square, 15. K.B, to K, second. 



MUZIO GAMBIT. 373 

16. Kt. to Q. fifth. 16. K he play Q.Kt. to Q.R. 

third, you would take it with K.B. If he play Q.P. 
one square, you take Q. 6. P. with Q. Kt But if 

K.B. to Q. third. 

17. Q.B. takes B. 17. Q.B.P. takes B. 

18. Q. to Q.R. third. 18. If he take Q.B.P., check- 

ing, you interpose K.B. ; and if he then take K.B., 
you take P. at Q. sixth, and win. But if 

K. B. P. one square. 

19. KR, takes KB. P. 19. Khe take R. with Q., you 

take P.. with Q., and on his taking your P., checking, 
you move K. to K. Kt. square, and Black cannot avoid 
the checkmate. But if 

K.Kt. to K.R. third. 

20. K.R. to K.B. sixth. 20. Q. takes Q.B.P.+ 

21. K. to JB:.R. third. 21. Q. takes KB. 

22. Q. takes P. 22. Q. to KKt fifth.+ 

23. K. to Kt. second, and checkmates in two moves. 

In the second place, 

14. Q.P. one square. 

15. Q.R. to K. square."^ 15. KB. interposes. 

16. Kt. to Q.Kt. fifth. 16. K to Q. square. (A.) 

17. Kt. takes Q.B.P. 17. K takes Kt. 

18. KB. takes K.Kt. 18. KR. takes B. (B.) 

19. Q.R. takes B.+ 19. Q.B. interposes. 

20. Q. to K sixth. 20. K he play KR. to KKt. 

second, you take P. with Q., checking, and then play 
K R. to Q. B. third. But if 

KB. P. one square. 

21. Checkmates in five moves. 

(A.) 

16. Q.Kt. to Q.R. third. 

17. Kt. takes Q.B.P.+ 17. Q.Kt. takes Kt. 

18. Q.B. takes Q.P. 18. K to Q. square. 

19. Q.B. takes Kt.+ 19. K takes Q.B. 

20. B. takes KKt. 20. KR. takes B. 
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21. Q.R. takes B.^ 21. If he interpose B., joa 

will take it with B., checking ; and on the K. taking 
B., you take Q. Kt. P* with Q., and win the Queen for 
a Rook. But if 



22. Q. to Q.Kt. fourth. 22, 

23. Q. to Q. 8ixth.+ 23, 

24. Q. to Q.B. fifth.+ 24. 

25. Q. to Q.B. seventh. ■*- 25. 

26. K.R. to Q.Kt. third. 26. 

27. Q. to Q.B. fifth.+ 27. 



K. to Q.Kt. aqnane- 
QiR.P. one aquare- 
K, to Q.R. ^econdt 
K. to Q.Kt. square, 
K, to Q*R. second, 
Q.R. to Q^Kt, square. 
K. to Q.R. square. 



28. K, R. to Q. Kt. sixth, and wins the Queen, or checkmates 
in a few moves. 



19. Q.R. takes B.+ 

20. Q. to Q. third. 

21. Q. takes Q.R 



(BO 

18, 
19. 
20. 
21, 



Q takes K.B. 
Q.B, interposes, 
K. to K. square. 
Q. to K,B. aquare. 



22. K. R. to Q. B. thirds and Black cannot avoid checkmate. 



TWELFTH GAME, 





mmu. 




Bkrte. 


1. 


K.P, two squares. 


1, 


X P. two squares. 


2. 


K, B. P, two squares. 


2. 


K.P.tahesP. 


3. 


K.Kt to K.B. third. 


3. 


K.KlP. two squares. 


4. 


K.B. to Q. B. fourth. 


4, 


K.Kt.P. one square. 


5. 


Q, P. two squares. 


5, 


K.KLP. takes Kt. 


6. 


Q. takes P. 


6. 


Q.P. one square. 


7. 


K. castles. 


7. 


Q.B. to K. third. 


8. 


Q.P. one square. 


8. 


Q.B. to Q, second. 


9. 


Q.B. takes P. 


9, 


Q to K, second. 


10. 


K.P. one square. 


10. 


Q.R takes P. 


11. 


Q.B. takes P. 


11. 


K.B.P. one square; thia 
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is a better move than taking Q. B., or checking with 
Q. at Q.B. fourth, and then taking KB. 

12. Q.B. to Q. fourth. 12. K. to Q. square. 

13. Q.Kt. to Q.B. third. 13. Q. to ILKt second. 

14. Q.Kt. to K. fourth. 14. K.B. to K. second. 

15. Q. to Q.B. third. 15. Q.B.P. two squares ; this 

move is played to prevent you from taking K.B.P. 
with E.Kt. 

16. Kt. takes Q.B.P. 16. K.B. takes Kt. 

17. Q.B. takes B. 17. In the Variation he plays 

K.Et. to K. second. But suppose 

K.B. P. two squares. 

18. Q. to Q.R. fifth.+ 18. K he play Q.Kt.P. one 

square, you take P. with Q. B., checking ; if he take 
Q. B., you will take R. with Q., and afterwards win a 
piece. But if 

K. to Q.B. square. 

19. Q.R. to K. square. 

FIRST DEFENCE. 

19. If he i^ay B. to K.R. 
sixth, you would checkmate in two mores. But if 

Q.Kt.P. one square. 

20. Q.B. takes P. 20. Q.R.P. takes B. 

21. Q. takes Q.R. 21. KKt. to K. second. 

22. K.B. to Q.R. sixth.+ 22. K. to Q.B. second. 

23. Q. to Q.Kt. seventh.+ 23. K. to Q. third, 

24. Q. takes Q^Et.P., checks, and wins. 

SECOND DEFENCE. 

19. K.Kt. to K.R. third. 

20. Q.R. to K. seventh. 20. Q. to K.Kt. square. 

21. Q.B. to Q; sixth. 

In the first place, 

21. Q. to Q. square. 

22. Q. to Q.B. fif«i.+ 22. Q.Kt. interposes. 

23. Q.P. tak<3s Kt. 23. Q. to Q.Kt. third; if he 
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had taken the P. bie would have been checkmated in 
one or two moves. 
24. P. takes P., gives double check, and will checkmate in 
two moves. 

In the second place, 

21. Q.Kt^P. one square. 

22. Q. to Q.B. third. 22. K. to Q.Kt. second. 

23. K.B. to Q.Kt. fifth. 23. Q. to Q.B. square. 

24. Q.R. takes B.+ 24. Q.Kt. takes R. 

25. K.B. to Q.B. sixth, checks, and wins the Queen. 



VARIATION, 

BEOINNINQ AT THE SEVENTEENTH MOVE OF THE BLACK. 

17. K.Kt. to K. second. 

18. Q. to Q.R. fifth.+ 18. If he play Q.KtP. one 

square, you should take it with Q. B. But if 

K. to Q.B. square. 

19. Q.P. one square. 19. Q.Kt.P. one square. 

20. K.B. to Q.R. sixth.+ 20. Q.Kt. takes B. 

21. Q. takes Kt.+ 21. K. to Q.Kt. square. 

22. Q.P. takes Kt. 

FIRST DEFENCE. 

22. Q.Kt.P. takes B. 

23. Q. to Q. sixth.+ 23. K. to Q.B. square. 

24. K.R. to K.B. third. 24. Q. to K.Kt. fourth. 

25. K.R. to Q.B. third, and will win. 

SECOND DEFENCE. 

22. K. to Q.B. second. 

23. B. to Q. sixth.+ 

In tJie first pUice, 

23. K to Q.B. third. 

24. Q. to Q.B. fourth. + 24. K. f^es B. 
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25. K.R. to K square. 25. B. to K.Et. fifth. 

26. Checkmates in three moves. 

In the second place, 

23. K. takes B. 

24. Q.R. to Q. square.^ 24. K. to Q.B. second. 

25. Q.R. takes B.+ 25. E. takes Q.R. 

26. Q. to Q.Kt. seventh.+ 26. K. to K. square. 

27. K.R. to K. square, and will win. 



THIRTEENTH GAME. 



1. 


JT. P. ^wo squares. 


1. K.P. two squares. 


2. 


K. B. P. two squares. 


2. K.P. takes P. 


3. 


K.Kt. to K.B. third. 


3. K. Kt. P. two squares. 


4. 


K.B. to Q.B. fourth. 


4. K. Kt. P. one square. 


5. 


Q. P. two squares. 


5. P. takes K.Kt. 


6. 


Q. takes P. 


6. Q.P. two squares. 


7. 


KB. takes F. 


7. If he check with Q. at 




K. R. fifth, you play K. Kt. P. one square, and will win. 




But if 






FIRST 


DEFENCE. 



Q.B.P. one square. 
K. B. takes K. B. P.+ I have some doubts whether this 
sacrifice of K.B. be good play. Major Jaenisch states 
that it causes the loss of the game ; see his mode of 
play in the First Variation ; instead of giving up K.B. 
he recommends playing it to Q. B. third, as in the Second 
Variation. 

8. E. takes KB. 

Q.B. takes P. In the Third Variation this Pawn is 
taken by the Queen. 

9. If he take Q.P. he loses 
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the Queen. If he play K. to K. aquajrc, you play B. to 
K. fifth, and win. If he play Q. to K.B, third, you 
gain a piece, and will win^ from the superiority of posi- 
tion and pawns. But if 

In the fint plojce^ 

K,Kt to KB. third. 
In the Fourth Yariatioo Q.B. 



10. Q.B.P. one square. 

takes Q.Kt. 

11. B. to K.Kt. fifth. 

12. K. castles. 

13. K.P. one square. 

14. Q. takes R.+ 

15. Q.B. takes Q. 

16. K.R. takes B.+ 

17. K.R. to K.B. 8eventh.+ 



10. £„ to K. square, 

11. K. B. to K. eecond. 

12. E.R to KB. square. 

13. K.Kt. to Q. fourth. 

14. KB. takea Q. 

15. K takes B. 

16. K to Q.B. second. 

17. K moves. 



18. K.R. takes K.R. P., and ought to win. 



In the second 


10. K. castles. 


10, 


11. Kt. to Q.B. third. 


11. 


12. E. to KR. square. 


12. 


13. Q.R. to Q. square. 


13. 


14. Q.B. to K. third. 


14. 


15. B. to Q. fourth. 


15. 


16. K.P. one square. 


16. 


17. P. takes KKt. 


17. 


18. Q.Bb to K. square. 


18. 


19. Q.R. to K. seyenth. 


19. 


20. P. to KB. fleventh.+ 


20. 


21. P. takes KB. 


21. 


22. Q. to Q. fifth.+ 


22 


23. Q. takes P.+ 


23. 


24. Q. to Q. fifth. 


24. 


2S. Q. to Q. eighth.+ 


25. 


26. Q.R to K eighth. 


26. 



K to KKt. second. 
KKt. to KB. third. (A.) 
Q. takes Q.F+ (B.) 
K E. to K Kt. Bquare. 
Q. to Q.B. fourth. 
Q. to K second. 
Q,Kt, to Q. second, 
K to E. square. (C) 
Q, to KB, secondp 
Q,B,P, one square. 
Q, to KKt third, 
P, takes B. (D,) 
K, takes P. 
K, to E* square, 
KB. to KKt. second, 
Kt to KB. third, 
Kt. to KKl square. 
KB, to K,E, third, (E,) 
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27. K.R. to K.B. ^th. 27. Q. to KKt. fourth. 

28. K.R. takes B. 28. Q. takes Q. 

29. Q.B. takes Q. 29. K. to K.Et. second. 

30. K.R. to its fifth, and wins. 

(A.) 

10. Q. takes Q.P + 

11. Q.B. interposes. 11. Q. to Q. second. 

12. Q. to K.Kt. third.+ 12. Q. interposes. 

13. Checkmates in three moves. 



12. Q. to KKt. third.+ 



(B.) 

11. KB. to K second. 



FIRST METHOD. 

12. K to B. second. 

13. KP. one square. 13. It would be bad play to 

take Q.P. with Q., checking ; therefore, 

KR. to KKt. square. 

14. Q. to Q. third. 14. KR. to KKt. third. 

15. P. takes KKt. lo. KB. takes P. 

16. Q.B. to K fifth. 

In the first place, 

16. K to KKt. square. 

17. Q. to Q.B. fourth.+ 17. K to Kt second (F.) 

18. KR. t*es B. 18. R. takes R. 

19. Kt. to K fourth. 19. Kt. to Q, second. 

20. Kt. takes R. and wins ; for if Bl^ tak^ Kt. with Kt., 

y<Mi will play R. to KB. square, and win Kt. &c. 

(F.) 

17. K to B. square. 

18. Kt. to IJL. fourth. 18. Kt. to Q. second. 

19. Kt. taj^es KB. 19. Kt. takes Kt. 

20. B. takes Kt. and wins. 
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In the second place^ 

16. K. to Kt. second. 

17. K.R. takes B. 17. R. takes R* 

18. Kt. to K. fourth. 18. Kt. to Q. second. 

19. Kt. takes R. and wins. 



SECOND METHOD. 

12. K.Kt. to its fifth. 

13. K.R.P. one square. 13. Q. takes P.+ 

14. K. to R. square. 14. K.R.P. two squares. 

15. Q.R. to Q. square. 15. Q. to Q.B. fourth. 

16. Q.Kt.P. two squares. 16. Q. takes P. 

17. B. to K. fifth, checks, and ought to win. 

(C.) 

16. K.Kt. to K. square. 

17. K.P. one square.^ 17. Q.Kt. to K.B. third. 

18. Kt. to K. fourth. 18. K. to R. square. 

19. Kt. takes Kt. 19. K.B. to K.Kt. second. 

20. Kt. takes R. 20. K. takes Kt. 

21. Q. to K.B. seventh.+ 21. Q. takes Q. 

22. Checkmates in three moves. 

(D.) 

20. K.R. interposes. 

21. B. takes R.+ 21. Q. takes B. 

22. Q.R. to K. eighth. 22. K he play Kt. to K. fourth, 

or to Q.Kt. third, he would be checkmated in three 
moves; therefore 

K.R.P. one square. 

23. Kt. to Q. fifth. 23. K he play Kt. to K. fourth, 

you should take K. B. with R., winning a piece. If 

Kt. to Q.Kt. third. 

24. Kt. takes Kt. 24. P. takes Kt. 

25. Q. to K. B. fourth, and will win ; for whatever the Black 

may move he must lose a piece. 
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(E.) 






26. KB. takes Kt. 


27. 


P. takes B. 


27. B. to K.R. sixth. 


28. 


Q. to Q. foiirth.+ 


28. Q. to KKt. second. 


29. 


Q. takes Q.+ 


29. K. takes Q. 


30. 


R. takes R., and wins. 






SECOND 


DEFENCE. 


1, 


K, P, two squares^ 


1. K.P. two squares. 


2. 


JK B. P. two squares* 


2. XP. tahes P. 


3. 


K.Kt. tQK.B. third. 


3. K.Kt.P. two squares. 


4. 


K.B. to Q.B. fourth. 


4. K.Kt.P. one square. 


5. 


Q.P, two squares. 


5. P. tahes K.Kt. 


6. 


Q, tahes P. 


6. Q.P. two squares. 


7. 


K.B. tahes P. 


7. K.Kt. to K.B. third. 
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8» K; Ci^tles. 

In the first placey 

8. Q.B.P. one square. 

9. KB. takes KB.P.+ 9. K takes B. 

10. Q.B.P. one square. 10. K to K square. 

11. Q.B, takes P. 11. KB. to K second. 

12. B. to KKt. fifth. 12, K,R. to KB. square, and 

the position is the same as in the First Defence. 

In the second place^ 

8. KKt. takes B. 
9. KP. takes Kt. 9. Q. to KB. third ; instead 

pf this move Black might play KB. to Q. third, 
defending the Grambit Pawn. Ghulam Kassim does 
not give this move, which is, however, deserving of 
examination. 
.10. Q. to K fourth.^ 10, K, to Q. square. 

11. Q.B. takes P 11. Q. to K second. 

12. Q. to KB. third. 12. KR. to KKt. square. 

13. Q.Kt. to Q. second. 13. Q.B. to KKt. fifth. 

14. Q. to K,B. second. 14. Q.Kt. to Q. second. 

15. Q.R. to K square. 15. Q. to KB. third. 
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16. Kt. to K. fourth. 16. 

17. Q.B.P. two squares. 17. 

18. B. takes KB. 18. 

19. Q.B.P. one square. 19. 

20. Q.P. takes P. 20, 

21. Et. to Q. sixth. 21. 

22. Q. takes R. 22. 

23. Q. to K.Kt. third. 23. 

24. Kt. takes Q.Kt.P.+ 24. 

25. Kt. to Q. sixth.+ 25. 

26. Kt. takes K.B.P.+ 26. 

or to K. second, you would 
and win ; therefore 

27. Q.B.P. one square. 27- 

28. Q.P. one square. 28. 

29. Q. takes B.+ 29. 

you would take Q. with R.^ 

30. R. takes Kt., and wins. 

(a) 

22, 

23. Kt takes K.B.P.+ 23. 

24. Q. to K. seventh.^ 24. 

25. R. to Q.B. square.^ 25. 

26. Q. to Q.Kt. fourth.+ 26. 

27. Kt ta Q. sixth. 27, 

28. Q. takeft Q.KtP.-»- 28. 

29. Q.KtP. twosquares.+ 29, 
30. 



Q, takes Kt"'', and wins the 



Q^ to K.Kt third. 

K.B, to Q* third 

Q.B.P* takes B. 

P. takes P. 

K.R. to K. aqUBTe. 

KR, takes R. 

K, to Q, B. second (G.) 

K, to Q. square. 

K. to Q.B. square* 

K. to Q. square. 

If he play K. to K* square, 

check with Q. at K, third, 

K. to Q, B, square. 
Kt. to KB. third. 
Q. takes Kt. 
If he take Q. with Kt., 
and win ; therefore 
K. to Q. square. 



Kt takes QE.P. 
K. to Q.B, second. 
Kt interposes. 
K to Q,Kt third, 
K. to Q.R, third. 
B. to K. seventh, 
K. to Q.R. fourth. 
K. to Q.R. fifth. 
Queen at the least 



FIMST VABIATION, 

BBOmNINO AT THE TEi^TH MOVE; OP Tim BLACK. 

1. jST; p. tvoQ sqwJiorB9. 1. K.P, tmo squares^ 

2. KiB.P. two squares. 2, K. P. talm P: 
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3. K.Kt. to K.B. third, 

4. K.B. to Q.B.fouHh. 

5. Q. JP. two squares. 

6. Q. takes P. 

7. K.B. takes P. 

8. K.B. takes K.B.P.+ 

9. Q.B. takes P. 

10. Q.B. P. one square. 



3. K. Kt. P. two squares. 

4. K.Kt. P. one square. 

5. P. takes K.Kt. 

6. Q. P. two squares. 

7. Q.B. P. one square. 

8. K. takes K.B. 

9. K.Kt. to KB. third. 
10. Q.B. to K.Kt fifth. 



11. If you play Q. to K.Kt. third, he will move K.R. to 

K. Kt. square ; therefore 
Q. to K. third. 11. K.B. to KKt. second. 

12. K. castles. 12. E.B. to K aquare. 

13. Q.B. to KKt fifth. 13. K. to K.Kt. square, and 

Black has the best of the game. K, on the tenth move, 
you had played K.P. one square, Black would have 
taken Q. P. wilii Q., and on your taking K. Kt. have 
checked with K. B., and afterwards with K. R., having 
a good game. 



SECOND VARIATION, 

B^QXNNING AT THE EIGHTH MOVE OP THE WHITE. 



1. K.P: two squares. 

2. K. B. P. two squares. 

3. K.Kt. to K.B. third. 

4. K.B. to Q.B. fourth. 

5. Q. P. two squares. 

6. Q. takes P. 

7. K.B. takes P. 

8. K.B. to Q.Kt. third. 

9. Q.B. takes P. 

move Q. to K.B. fifth, 



10. Q.Kt. to Q. second 

11. Q. to K.Kt. third. 

second, you move Q.B 
K. P. one square. But 



1. K.P. two squares. 

2. K.P. takes P. 

3. K. Kt. P. two squares. 

4. K. Kt. P. one square. 
'5. P. takes KKt. 

6. Q. P. two scptares. 

7. Q. jB. p. one square. 

8. Q. takes Q.P. 

9. If he take Q.Kt.P., you 
&c. But if 

KKt- to K.B. third. 

10. Q.B. to KKt. fiftk. 

11. If he play Q.Kt. t^ Q. 
P. one square, aad afterwards 

if 



384 MUZIO GAAfBIT. 

K.Kt. takes K.P. 

12. Q.Kt. takea Kt. 12. Q. takes Kt.+ 

13. Q. to K. second, and you have a good game. 



THIRD VARIATION, 

BBOINNING AT THE NINTH MOVE OF THE WHITE. 





mitte. 


Vlact, 


1. 


JT.P. two squares. 


1. K. P. two squares. 


2. 


K. B. P. two squares. 


2. K.P. takes P. 


8. 


K.Kt. toK.B.thirdL 


3. K.Kt. P. two squares. 


4. 


K.B. to Q.B. fourth. 


4. K. Kt. P. one square. 


5. 


Q. P. two squares. 


5. P. takes K.Kt. 


6. 


Q. takes P. 


6. Q.P. two squares. 


7. 


K.B. takes P. 


7. Q. B. P. one square. 


8. 


K.B. takes K.B.P.^ 


8, K. takes K.B. 


9. 


Q. takes P.+ 






FIRST 


DEFENCE. 



9, Q. to KB. third. 

10. Q. to Q.B. seventh.^ 10. If he interpose any piece 

but the Queen, you play K. R. to K. B. square. If he 
play Q. to K. second, you castle, and afterwards take 
Q. B. ; therefore 

K. to K.Kt. third. 

11. K.R« toE.B. square. 11. Q. to K.Kt. second. 

12. Q. takes Q.B. - 12. K.Kt. to K.B. third. 

13. Q. to K.B. fifth.+ 13. K. to K.B. second. 

14. B[.P. one square, and will win. 

SECOND DEFENCE. 

9. K.Kt. to K.B. third. 
10. K.P. one square. 10. K.B. to K.Kt. second. 

11 K. castles. 11. K.R. to K.B. square. 

12. K you take K.Kt. with K.P., he will play K. to Kt 

square, and have the best of the game. Suppose yoB 

play 
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Q. to K.R. fourth. 12. 

13. Q.B. to K.Kt. fifth. 13. 

14. Q.Kt. to Q.B. third. 14. 

will win. 



K. to K.Kt. square. 
Q.Kt. to Q. second. 
K.R. P. one square, and 



FOURTH VARIATION, 

BEOINNINO AT THE TENTH MOVE OF THE WHITE. 



^m%i\t. 




1. K.P. two squares. 


1. 


2. K. B^ P. two squares. 


2. 


3. K.Kt. to KB. third. 


3. 


4. KB. to Q.B. fourth. 


4. . 


6. Q.P. two squares. 


5. 


6. Q. tah£s P. 


6. 


7. KB. tahss P. 


7. 


8. KB. takes KB. P. ^ 


8. 


9. Q,B. takes P. 


9. 


10. Q.B. takes Q.Kt. 


10. 


11. Q.B.P. one square. 


11. 


12. Q. to K.B. fourth. 


12. 


13. K.P. one square. 


13. : 


14. Q.P. takes B. 


14. 


15. K. to K.B. second. 


15. ' 


16. K. to K.Kt. third. 


16. « 


afiterwards checks with K. R., 



Vlacft. 

K P. two squares. 

KP. takes P. 

K Kt. I\ two squares. 

K Kt P. one square * 

P. takes Kt. 

Q. P. two squares, 

Q. B. P. one square. 

K takes B. 

K.Kt. to KB. third. 

Q.R. takes B. 

Q.B. to K.Kt. fifth. 

KB. to Q. third- 

K.R takes K.P. 

Q. to Q. eighth + 

Q. to K. seventh. + 

Q.B. to K.B. fourth, and 

, winning easily. 



FOURTEENTH GAME. 



oaailtte. 

1. K.P. two squares. 

2. K B. P. two squares, 

3. K Kt. to K B. third. 

4. KB. to Q.B. fourth. 



Vlacit. 

L K P. two squares. 

2. K.P. takes P. 

3. K Kt. P. two square.^. 

4. K Kt. P- one square. 



c c 
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5. Q. P. two squares. 

6. Q. takes P. 

7. jr. C€M/fe». 

8. K. to K, R, square, 

9. Q.J5uf. /o Q.jB. third, 

10. KB. takes KB. P.+ 

11. Q. to KR. fifth.+ 



5. P. takes Kt. 

6. Q. P. one square. 

7. Q. to K.BAhirdU 

8. JT. JB. ^0 JT. K third. 

9. Q. takes P. 
10. K takes KB. 



FIRST DEFENCE. 

11. K to KKt. second. 

12. Q.B. takesP. 12. K he play Q.B. to K 

third, you will checkmate in two moves. If he play 
Q. to K.B. third, you wiU win the Queen at the least ; 
therefore 

KB. takes B. 

13. KR. takes B. 13. KKt. to KB. third. 

14. K to KB. second. 

15. Q.Kt. to Q. second. 

16. Q. to K fourth. 

17. Kt. takes R. 

18. K to K square. 



KR. takes B. 

14. Q. toKKt. fifth.+ 

15. Q.R. to KB. square. 

16. Kt. to Q. fifth. 

17. KR. takes Kt.+ 

18. R. takes Kt.+ 

19. Q. to KKt. seventh, and will win. 



SECOND DEFENCE. 

11. If he play K. to K third, 
he loses Q.B. If he play K to KB. square, or to 
KB. third, you should take P. with Q.B. But if 

K. to K second. 

12. Kt. to Q. fifth.+ 12. If he play K to Q. second, 

you should check with Q. at KR. third, and on his 
playing K. to Q. square, you check again with Q. at 
K. R. fourth, as it is important that the Queen should 
be on this line to prevent the K. Kt. from being played. 
But suppose he plays 

K. to Q. square. 

13. Q. to KR. fourth.+ 13. K to Q. second. 

14. Q.B. takes P. 
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In the first place, 

14. K.B. takes B. 

15. E.R. takes B. 15. Q. to E.Et. second. 

16. Q.R. to K.B. square. 16. K.Kt. to K.R. third. 

17. K.R. to K.B. seventh.+ 17. K.Kt. takes R. 

18. Q. to K. seventh.+ 18. K to Q.B. third. 

19. Q. takes Q.B.P.+ 19. K. to Q.Kt fourth. 

20. Checkmates in four moves. 

In the second place^ 

14. KB. to K.Kt. second. 

15. Q.B. to K. third. 15. Q. to K. fourth. 

16. K.R. to KB. seventh.+ 16. K to K square. 

17. Q.R. to KB. square. 17. If he play Q.Kt. to Q.R. 

third, you play Q. B. to Q. fourth, and win. But if 

KKt. to KB. third. 

18. K.R. takes Kt. 18. He would lose the Queen 

if he were to take R. with K B. ; therefore 

K R. to K B. square. 

19. KR. takes R.+ 19. KB. takes R. 

20. Kt. to K.B. sixth+ 20. K. to Q. square. 

21. Kt. to K.Kt. fourth, checks, and wins the Queen. 

In the third place, 

14. Q. to KKt. second. 

15. KP. one square. 15. K. B. takes B. 

16. KR. takes B. 16. Q.P. takes P. (A.) (B.) 

17. KR. to KKt. fourth. 17. Q. to KB. second. (C.) 

18. Q.R. to Q. square. 18. If he play Q.Kt. to Q.B. 

third, you will play Q. to K. Kt. third, and win. If he 
play K to K. third, you play Q. to K. R. third ; and if 
he then play Q. to K. R fourth, you would play Kt. to 
K third, and win. But if 

Q.Kt. to Q.R. third. (D.) 

19. KR. to Q.B. fourth. 19. If he play K to K square, 

you would win by taking Q. B. P. with Kt. If he play 
K. to K. third, you check with Kt. at K. B. fourth ; 
c c 2 
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and if he were to take Kt. .with P. or Q. you would 
easily win. But if 

Q. B. P. one square. 

20. Kt. toQ.Kt. fourth.+ 20. K he play K. to Q.B. 

second, you would checkmate in four moves. If 

K. to K. third. 

21. Kt. takes Kt. 21. K the P. take Kt. you 

checkmate in two moves ; therefore 

Q. to K. second. 

22. Kt. to Q.B. fifth.+ 22. K. to B. second. 

23. Q. to K.R. fifth.+ 23. K. to Kt. second. 

24. K.R. to Q.B. third. 24. Kt. to K.B. third. 

25. K.R. to K.Kt. third.+ 25. K. to B. square. (E.) 

26. Q.R. to K.B. square, and wins ; for if Q. takes Kt. you 

will checkmate in six moves. If the Q. move to K B. 
second, you take K.P. with Q., winning easily. If 
K. R. be played to K. Kt. square, you play Kt to K. 
fourth. 

(A.) 

16. Q. takes P. 

17. Q. to K. Kt. fourth.+ 17. If he move K. he will lose 

in a few moves ; therefore 

Q. to K. third. 

18. K.R. to K.B. seventh.+ 18. K. to Q. square. 

19. Q. to KKt. fifth.+. 19. K. to K. square. 

20. Q. to K.Kt. seventh. 20. Q. takes R. 

21. R. to K. square.+ 21. Q.B. interposes. 

22. R. takes B.+ 22. Q. takes R. 

23. Kt. takes Q.B.P.+ 23. K. to Q. square. 

24. Kt. takes Q.+ 24. K. to K. square. 

25. Kt. to Q.B. seventh.^ 25. K. to Q. square, 

26. Kt. takes Q.R., and afterwards wins K.R., &c. 

(B.) 

16. K he play Q.B.P. one 
square, you should check with K.P., and on his moving 
K. to his square, you play K.R. to K.B. seventh, 
winning easily. But if 
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K. Kt. to E. second. 

17. K.P. one square.+ 17. If he play K. to K. or Q. 

square, you play K. R. to K. B. seventh, and win. J£ 
he play K. to Q. B. third, you take Kt. with Kt. check- 
ing, and will win in a few moves ; therefore 

K takes P. 

18. Kt. takes Kt. 18. K. to Q. second. (F.) 

19. Q.R. to K. square. 19. If he play Q.Kt. to Q.R. 

third, you play Kt. to K. B. fifth, and win the Queen, 
or checkmate in a few moves ; therefore ,. 

Q.Kt. to Q.B. third. 

20. Q. to K.R. third.+ 20. K. to Q. square. 

21. Kt. takes Kt.+ 21. Q.Kt.P. takes Kt. 

22. Q. to K.R. fourth.+ 22. K. to Q. second. 

23. K.R. to K. fourth, and wins the Queen at the least. 

(C.) 

17. Q. to K.B. square. 

18. Q.R. to Q. square. 18. Q.Kt. to Q.R. third. 

19. Q. to K.Kt. third. 19. Q.B.P. one square. 

20. K. R. to K. Kt. seveuth.+ 20. K. to K. third. 

21. Q. to K.R. third.+ 21. K. to Q. third. 

22. Q. to Q.R. third.+ 22. Q.B.P. one square. 

23. Checkmates in three moves. 

(D.) 

18. K. to K. square. 

19. K.R. takes Kt.+ 19. K.R. takes R. 

20. Kt. to K.B. sixth.+ 20. K. to K. second. 

21. Kt. takes R.+ 21. K. to KB. square. 

22. R. to Q. eighth.+ 22. K. to Kt. second. 

23. Checkmates in three moves. 







(E.) 








25. 


Q.B. interposes. 


26. 


K.R. takes B.+ 


26. 


Kt. takes R. 


27. 


Q. takes Kt.+ 


27. 


K. to K.B. square. 


28. 


Q. to K.B. fifth.+ 


28. 


If he play K. to K. square. 



or to K.Kt. second, you play R. to Q. seventh, and 
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win. If he play K. to E.Et. square, you play R. 
to Q. third, and win ; therefore 

Q. interposes. 

29. Q. takes K.P. 29. K. to K.Kt. square. 

30. Kt. to Q. seventh. 30. Q. to KKt third. 

31. R. to Q. sixth, and will win. 

(F.) 

18. If he play Q.B. to Q. 
second, you would checkmate in two moves. K he 
play K.R., or take Q.Kt.P. with Q., you would check 
with Q. R. at K. square, and win the Queen. But if 

Q.Kt. toQ.B. third. (G.) 

19. Kt. takes Kt. 19. P. takes Kt. 

20. Q. R. to K. square, checks, and wins the Queen at the 

least. 

(G.) 

18. Q.B.P. one square. (H.) 

19. Q.R. to K. square.^ 19. K. to Q. second. 

20. Kt. to K.B. fifth, and wins easily. 

(H.) 

18. Kt. to Q.R. third. 
19. Kt. to K.B. fifth. 19. If he play Q. to K.Kt. 

square, you should check with Q. at K. seventh, winning 
the Queen. If he take Q.Kt.P. with Q., you check 
with Kt. at Q. fourth, and will win in a few moves ; 
therefore 







Q. to K.Kt. third. 


20. 


Q. to K. seventh.+ 


20. K. to Q. fourth. 


21. 


Q. to K. fourth.+ 


21. K. to Q.B. fourth. 


22. 


Q. to Q. fourth.+ 


22. K. to Q.Kt. fourth. 


23. 


Q.R.P. two squares 


+ 23. K. to Q.B. third. 


24. 


Kt. to K. seventh, 


checks, and wins. 
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FIFTEENTH GAME. 



1. K,P. two sqvares, 

2. K. B, P. two squares. 

3. K.Xt to K.B, third. 

4. K.B. to Q.B. fourth. 

5. Q. P. two squares 

6. Q. takes P. 

7. K. castles. 

8. K, to R, square. 

9. Q.Kt. to Q.B. third. 

10. Kt. to Q. fifth. 

11. QB. takes P. 



Vlacit. 



jr. p. two squares. 

K.P. takes P. 

K. Kt, P. two squares. 

K. Kt. P. one square. 

P. takes K.Kt. 

Q. P. one square. 

Q. to K.B. third. 

KB. to K. R. third. 
9. Q.Kt. toQ.B. third. 
10. Q. takes Q.P. 



1. 
2. 
3. 

4. 
5. 
6. 

7. 
8. 



FIRST DEFENCE. 

11. Q. takes K.B. 



12. Q.B. takes Q.P. 



In the first placey 

12. Q.B. to K. third. 

13. K. to Q. second. 

14. K. to Q.B. square. 

15. Q.Kt. to Q. fifth. (A.) 

16. Q. to Q.B. sixth. 

17. Q.Kt. takes Kt. 

18. If he play Q.Kt. to Q.B. 
second, you would check with Q. at K. B. fifth, and win 
in a few moves. But if 

Q. to K.Kt. second. 
Q. takes Kt."^ 19. Q. interposes. 

Q. to Q.B. fourth.+ 20. Q. to Q.B. third. 

Q. to Q. fourth, and will easily win. 



13. Kt. takes Q.B.P.+ 

14. Q.R. to Q. square. 

15. Q.Kt.P. one square. 

16. Q. to K.R. fifth. 

17. Kt. takes Q.B. 

18. Q. takes K.B. P. 



19. 
20. 
21. 



(A) 

15. Q. takes Q.B.P. 
16. K.E. to K.B. second. 16. Q.Kt. to Q. fifth. 
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17. Q.R. takes Kt. 17. Q. to Q.B. eighth + 

18. Q.R. interposes. 18. Q. to Q.B. third. 

19. Kt. takes R. and wins. 

In the second place, 

12. Q.B.P. takes B. 

13. Q. takes K.B.P.+ 13. K. to Q. square. 

14. Q. to Q.B. seventh + 14. K. to K. square. 

15. Q. takes P. at Q. sixth. 15. Q.B. to Q. second. 

16. Q.Kt.P. one square, and will win the Queen, or check- 

mate in four moves : and though if Black take K R. he 
will have a Rook, Knight, and two Bishops for the 
Queen, yet he will lose the game from White's superi- 
ority of position and Pawns. 

SECOND DEFENCE. 

11. K.B. takes B. 

12. Q. takes B. 12. If he take K.B. with Q. 

he will lose the Queen, or be checkmated in a few 
moves ; therefore 

Q.Kt. to K. fourth. 

13. Kt. takes Q.B.P.+ 13. K. to Q. square. 

14. K.R. to Q. square. 14. Q. takes K.B. 

15. Q. takes Kt. 15. If he check with Q. at 

K. B. eighth, you wiU exchange Queens, and then take 
K.B.P. with K.R. afterwards, winning Q.R. &c; 
therefore 

Q. takes Kt. 

16. Q. takes R. and will win Kt. &c. 



SIXTEENTH GAME. 
912i!)ite. Vtocft. 

1. K,P. two squares, 1. K.P. two squares. 

2. K. B. P. two squares, 2, K. P. takes P. 

3. K.Kt. to K.B. third. 3. K.Kt.P. two squares. 



4. 


MUZIC 

K,B. to Q,B. fourth. 


> GAMBIT. 

4. K. Kt. P. one square. 


5. 


Q. P. two squares. 


5. K.Kt.P. takes Kt. 


6. 


Q. takes P. 


6. Q.P. one square. 


7. 


K. castles. 


7. Q. to KB. third. 


8. 


Kt. to Q.R. third. 


8. Q. takes Q.P.+ 


9. 
0. 


K. to R. square. 
Q.B. takes P. 


' 9. KB. to K.R. third. 




FIRST 


DEFENCE. 
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10. Q. to K.Kt. second. 

11. Kt. to Q.Kt. fifth. 11. Q.Kt to Q.R. third. 

12. Q.B. takes Q.P. 12. Q.B.P. takes P. 

13. Kt. takes P.+ 13. If he play K. to K.B. 

square, he will be checkmated in two moves. If he 
play K. to K. second, you should play Q. to Q.R. 
third. If he play K. to Q. second, you play Q. to Q. 
square, and win easily. Therefore, 

K. to Q. square. 

14. Q.B. to Q. second. 

15. K. to Q.B. square. 

16. K.B. P. one square. 
Q. to Q. fifth, and wins, for if Black move K. he will 

lose the Queen, but if he move Q. R. you will check- 
mate him in four moves. 



14. 
15. 
16. 
17. 



Q. to Q. square. 
Kt. takes Q.Kt.P.+ 
K.B. takes Kt. 



SECOND DEFENCE. 



1 1. Q. to K. third. 



12. K.P. one square. 

13. K.R. takes B. 

14. K.P. takes Q.P. 

15. Q.R. to K.B. square. 

he castled ; therefore, 



10. Q. to K.B. third. 

In the first plaice, 

11. Q. to K.Kt. third. 

12. K.B. takes B. 

13. Q.B. to K. third. 

14. K.Kt. to K.R. third. 

15. He would lose a piece if 



Q.Kt. to Q. second. 
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16. KB. takes B. 16. If he take B. with Q., 

you will play K. R. to K. fourth. But if 
P. takes B. 

17. K.R. to K.B. sixth. 17. Kt. takes R. 

18. Q. takes P., checks, and wins. 

In the second place, 

11. Q.B. to K third. 

12. Q.B. takes B. 12. Q. takes B. 

13. Q. to Q.B. third. 13. Q.B. takes B. 

14. Kt. takes B. 14. KB. P. one square. 

15. KP. one square. 15. KB.P. takes P. (A.) 

16. Kt. takes KP. 16. Q. to KKt. second. (B.) 

17. Q. to Q.Kt. third. 17. If he take Kt. with Q.P., 

you take Q. Kt. P. with Q., winning Q. R. K he play 
Q. Kt. P. one square, you play Q. to Q. fifth ; and if 
he then move Q. B. P. one square, you take it with Kt. 

But if 

Q.B. P. one square. 

18. Kt. to KB. seventh. 18. Q.Kt.P. one square. 

19. Q. to K sixth.+ 19. KKt. interposes. 

20. Q.R. to K square, and will easily win. 

(A.) 

15. If he play Q.Kt. to Q. 
second, you would take Q.P. with K.P., and win. 

But if 

Q.Kt. to Q.R. third. 
16* Q.R. to Q. square. 16. K castles with Q.R. 

17. Kt. takes Q.P.+ 17. K to Q.Kt. square. 

18. Kt. to KB. seventh. 18. Q.R. takes R. 

19. R. takes R., and wins the Queen. 

(B.) 

16. Q.P. takes Kt. 

17. Q. takes KP.+ 17. KKt. interposes. 

18. Q. takes KR.+ 18. K to Q. second. 
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19. Q.R. to Q. square+ 19. K. to K. third 

20. Q.R. to K. square.+ 20. K. to Q. second. 

21. K.R. to K.B. seventh, and wins. 



SEVENTEENTH GAME. 

1 . jfiT. p. two squares. 1 . K,P. two squares. 

2. K.B. P. two squares. 2. K.P. takes P. 

3. K.Kt. to K.B. third. 3. K.Kt.P. two squares. 

4. K.B. to Q.B. fourth. 4. K.Kt.P. one square. 

5. Q, P. two squares. 5. K. Kt. P. takes Kt. 

6. Q. takes P. 6. Q. to K.B. third. 

7. K.P. one square. 7. Q. to K.B. fourth. 

8. K. castles. 8. K.B. to K.R. third. 

9. Kt. to Q.B. third. 9. If he play Q.Kt. to Q.B. 

third, see the First Variation. 

K.Kt. to K. second. 

10. Kt. to K. fourth. 10. If he play K.B. to K.Kt. 

second, see the Second Variation. 

Q.Kt. to Q.B. third. 

11. Q. B. P. one square. 11. If he play K. Kt. to K. Kt. 

third, see the Third Variation. 

Q.Kt. P. one square.- 

12. K.Kt.P. two squares. 

FIRST DEFENCE. 

12. P. takes P. en passant. 

13. Q.B. takes B. 13. P. takes P.+ 

14. K. takes P. 14. Q. takes Q. 

15. K.R. takes Q. 15. K. to Q. square. 

1 6. K. B. takes P., and will afterwards win K. R. for a minor 

piece. 
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SECOND DEFENCE. 



12. Q. to K.Kt. third. 

13. Q.B. takes P. 13. K. B. takes B. 

14. Q. takes B. 14. K. castles. 

15. K.R. to K.B. third. 15. K. to R. square. 

16. Kt. to K.B. sixth. 

In the first placey 

16. Q.Kt. to Q. square. 

17. K.R. to K.R. third. 17. Q.Kt. to K. third. 

18. Q. to Q. second. 18. Q.Kt. to K.Kt fourth. 

19. Q. takes Kt., and wins. 

In the second place, 

16. K.Kt. to K.Kt. square. 

17. KB. to Q. third. 17. If he play Q. to K.R. 

third, you would play K. Kt. P. one square, and on his 
then playing Q. to K. Kt. second, you would win the 
Queen by moving K. Kt. to K. R. fifth. Therefore, 

Q. to K.Kt. second. 

18. K.R. to K.R. third. 18. If he take Kt. with K. Kt., 

you take Kt. with K. P., and if he then play Q. to 
K.Kt. square, you take K.R.P. with B., and win ; but 
if instead of playing Q. to K.Kt. square he were to 
take P. with Q., checking, you would take his Queen, 
and on his playing K. R. to K. Kt. square, give check- 
mate with K.R. Therefore, 

K.R.P. one square. 

19. Kt. to K.R. fifth. 19. Q. to KKt. fourth. 

20. Q. takes Q. 20. P. takes Q. 

21. Kt. to K.B. sixth.+ 21. K.Kt. interposes. 

22. Checkmates in two moves. 

FIRST VARIATION, 

BEGINNING AT THE NINTH MOVE OF THB BLACK. 

9. Q.Kt. to Q.B. third. 
10. Kt. to K. second. 10. KJCt. to K. second. 
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11. K.B. to Q. third. 11. Q. to K. third. 

12. Q.B.P. one square. 12. KKt. to K.Kt. third. 

13. Q. to K.R. fifth. 13. KB. to K.Kt. second. 

14. Q.B. takes P. 14. K. castles. 

15. Kt. to K.Kt. third. 

FIRST DEFENCE. 

15. Q.P. two squares. 

16. Kt. to K.B. fourth. 16. Q.Kt. to K. second. 

17. Kt. takes K.B. 17. K. takes Kt. 

18. Q. to K.R. sixth.-*- 18. K. to R. square. 

19. Q.B. to KKt. fifth. 19. Q.Kt. to KKt. square. 

20. Q.B. to KB. sixth.+ 20. Q.Kt. takes B. 

21. KR. takes Kt. 21. Q. to K second. 

22. KB. takes Kt. and wins. 

SECOND DEFENCE. 

15. Q.Kt. to K second. 

16. Kt. to K fourth. 

In the first places 

16. KR.P. one square. 

17. Q.B. takes KR.P. 17. KB. takes B. (A.) 

18. Q. takes B. 18. KB. P. one square. 

19. Kt. takes P.+ 19. KR. takes Kt. 

20. KR. takes R. and wins. 

(A.) 

17. KB. P. one square. 

18. Q.B. takes B. 18. K takes B. 

19. P. takes P.+ 19. KR. takes P. 

20. KR. takes R. 20. Q. to KKt. square. 

21. Kt. to KKt. fifth, and wins. 

In the second place, 

16. KB. P. one square. 
17. KP. takes P. 17. KB. takes P. (B.) 
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18. Q.B. to K fifth. 18. If he take B. you would 

play Kt. to K. Kt. fifth, and win easily ; therefore 

Q.Kt. to Q. fourth. 

19. Q.B. takes B. 19. Q.Kt. takes B. (C.) 

20. Kt. takes Kt.+ 20. K.R. takes Kt. 

21. K.R. takes R. 21. Q. takes R. 

22. B. to Q.B. fourth.+ 22. K. to Kt. second. 

23. R. to KB. square. 23. Q. to K. second. 

24. R. to K.B. seventh.+ 24. Q. takes R. 

25. B. takes Q. 25. K. takes B. 

26. Q. takes P., checks, and ought to win. 

(B.) 

17. KKt. takes B. 

18. K.R. takes Kt. 18. K.B. takes P. 

19. Kt. takes B.+ 19. K.R. takes Kt. 

20. Q. takes K.R.P.+ 20. K. to B. square. 

21. K.R. takes R.+ 21. Q. takes R. 

22. Q.R. to K.B. square, winning the Queen. 

(C.) 

19. Q.Kt. to KB. fifth. 

20. Q. to K.R. sixth. 20. If he take B. with K.R. 

you should take R. with Kt., checking, and afterwards 
take the Kt. with B. But if 

K.R. to KB. second. 

21. KR. takes Kt. 21. Kt. takes R. 

22. Q. takes Kt. 22. Q.P. two squares. 

23. Q. to KKt. fifth.+ 23. K to B. square. 

24. Q. to KR. sixth.+ 24. If he play K to K square, 

you move R. to K. square, and win ; therefore 
K. to Kt. square. 

25. Kt. to KKt. fifth. 25. Q. to K sixth.+ 

26. K. to R. square. 26. Q. takes B. 

27. Kt. takes K.R. 27. K takes Kt. 

28. Q. to K.Kt. seventh, checks, and wins the Queen. 



I 
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SECOND VARIATION, 

BFGINNINO AT THE TENTH MOVE OF THE BLACK. 

10. KB. to K.Kt second. 

11. KB. to Q. third. 11. Q. to K third. 

12. Q.B. takes P. 12. KKt. to its third. 

13. Kt. to KKt. fifth. 13. Q. to K second. 

14. Q.B. to K third. 14. K castles. 

15. Q. to KR. fifth. 15. K.R.P. one square. 

16. Kt. takes KB. P. 

In the first place, 

16. KKt. to KB. fifth. 

17. KR. takes Kt. 17. KR. takes Kt. 

18. KR. takes R. 18. Q. takes R. 

19. Q.B. to KR. seventh, checks, and wins the Queen. 

In the second place, 

16. KR. takes Kt. 

17. Q. takes Kt. 17. If he play K to KB. 

square, he loses Q. ; therefore 

Q. to K third. 

18. Q. to KR. seventh.+ 18. K to KB. square. 

19. KB. to KKt. sixth. 19. KR. takes R + 

20. R. takes R.+ 20. K. to K. second. 

21. Checkmates in three moves. 

THIRD VARIATION, 

BEGINNING AT THE ELEVENTH MOVE OF THE BLACK. 

11. KKt. to its third. 

12. KKt. P. two squares. 12. KKt. to KR. fifth. 

13. KKt. P. takes Q. 13. KKt. takes Q.+^ 

14. KR. takes Kt. 14. Q.P. one square. 

15. Kt. to KB. sixth.+ 15. K to Q. square. 

16. Q.B. takes P. 16. KB. takes B. 

17. KR. takes B. 17. Q.P. takes P. 
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18. Q.P. takes P. 

19. Q.R. to Q. square^ 

20. Kt. to Q. fifth.+ 

21. Kt. takes Q.B.P. 



18. Kt. takes P. 

19. K. to K. second. 

20. K. to B. square. 



In the first place, 

21. Q.R. to Q.Kt. square. 

22. Q.R. to Q. eighth.+ 22. K. to Kt. second. 

23. KB. P. checks. 23. K. moves. 

24. Q.R. takes R. and wins. 

In the second place^ 



22. K. to R. square. 

23. K.R. to K. fourth. 

24. Q.R. to Q. eighth.+ 

25. K.R. to K.Kt. fourth.+ 

26. K.R. takes R. 

27. Kt. to K. eighth+ 



21. K.R. to K.Kt. square.+ 

22. Q.R^to Q.Kt. square. 

23. Kt. takes B. 

24. K. to Kt^ second. 

25. K. to KB. third. (A.) 

26. Kt. to Q.Kt. third. 

27. K moves. 



28. Kt. to Q. sixth, and will win a piece. 



(A.) 



26. KR. takes R. 

27. Q.R. to Q. third. 

28. Q.R. to Q. sixth.+ 

29. KR. takes R. and wins. 



25. K to KR. third. 

26. Kt. to Q.Kt. third. 

27. B. takes K.B.P. 

28. K moves. 



1. K,P, two squares, 

2. K.B, P. two squares. 

3. K. Kt, to K, B, third. 



EIGHTEENTH GAME. 



1. K,P, two squares. 

2. K.P, takes P. 

3. K, Kt. P. two squares. 



4. K.B. to Q.B. fourth. 4. K.Kt. P. one square, 
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5. 


Q. IK two sqtJtares. 


5. P. taltesK.Kt. 


6. 


Q. takes P. 


6. Q. P, one square. 


7. 


K. castles. 


7. Q. toK.B. third 


8. 


K. to K.B. square. 


8. Q. takes Q.P. 


9. 


Q. to Q.Kt. third. 


9. Q. to K.Kt. second. 


10. 


Q.B. takes P. 






FIRST 


DEFENCE. 

10. Q.Kt. to Q.B. third. 


11. 


Kt to Q.B. third. 


11. Q.Kt. to Q. fifth. 


12. 


KB. takes K.B.P.+ 


12. Q. takes KB. 


13. 


Q. takes Q.+ 


13. K takes Q. 


14. 


B. to K. fifth.+ 


14. KKt. to KR. third. 


15. 


B. takes KEt. 


15. KR. to KKt. square. 


16. 


B. takes Kt, checks, 


and wins. 




SECONE 


DEFENCE. 



10. KKt. to KB. third. 

11. Q.Kt to Q.B. third. 11. KR. to KKt. square. 

12. KKiP. one square. 12. K he play KB. to K 

second, see the First Variation. K he play Q. Kt. to 
Q.B. third, you should play Q.Kt. to its fifth, and if 
he then were to play Q.Kt. to Q.R. fourth, you ought 
to move Q. to Q. R. fourth, &c. But if 

Q.B.P. one square. 

13. KP. one square. 13. Q.P. takes P. 

14. Q.B. takesP. 14. K he play Q.Kt. to Q. 

second, see the Second Variation. But if 
KB. to K second. 

15. Kt. to K fourth. 15. Q.Kt. to Q. second. 

16. Kt. te Q. sixth.+ 16. If he play K to B. square, 

see the Third Variation. But if 
KB. takes Kt. 

17. Q.B. takes B. 17. K. to Q. square. 

18. KB. takes KB.P. 18. KR. to its square. 

19. Q. to K sixth. 19. KKt. to Q. fourth. 

20. Q.B. to K square. 20. Q.Kt. to KB. third. 

21. Q.B. to K seventh + 21. K to Q.B. second 

D J> 
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22. Q. to Q. sixth + 22. K. to Q.Kt. third. 

23. K.R. takes Q.Kt. 23. Kt. takes R. 

24. Q. to Q. fourth.+ 24. If he play K. to Q.B. 

second, you will win the Queen by checking with Q.B. 
at Q. sixth. If he play K. to Q.Kt. fourth, you will 
checkmate in four moves. If he interpose P. you wiU 
checkmate in three moves ; therefore 

In the first place, 

K. to Q.R. fourth. 

25. Q. B. to Q. Kt. fourth.+ 25. If he play K to K. R. fifth, 

you will checkmate him in three moves. If he play 
K. to Q. Kt. fourth, you win in two moves. But if 

K. to Q.R. third. 

26. Q. to Q.B. fourth.+ 26. K. to Q.Kt. third. 

27. Q. to Q.B. fifth.+ 27. K. to Q.B. second. 

28. Q. to K. fifth, checks, and will checkmate the next move. 

In the second place, 

24. K. to Q.R. third. 

25. Q. to Q.B. fourth.+ 25. If he interpose P. you will 

checkmate in four moves. If he play K. to Q. Kt. third, 
you check with Q. B. at its fifth, and afterwards chex;k- 
mate in two or three moves. But if 

K. to Q.R. fourth. 

26. Q.B. to Q.Kt fourth.+ 26. K. to Q.Kt. third. 

27. Q.B. to its fifth.+ 27. If he play K. to Q.R. 

fourth, you checkmate in two moves ; therefore 

K. to Q.B. second. 

28. Q. to K.B. fourth.+ 28. K. to Q. square. 

29. Q.B. to K. seventh.+ 29. K. to Q. second. 

30. Q. checkmates. 

FIB8T VARIATION, 

BEGINNING AT THE TWELFTH MOVE OF THE BLACK. 

1. K.P. two squares. 1. K.P. two squares. 

2. K.B.P. two squares. 2. K.P. takes P. 
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3. K.Kt. to K.B. third. 3. 

4. KB. to Q.B. fourth. 4. 

5. Q. P. two squares. 5. 
Q. takes P. 6. 
K. castles. 7. 
K, to K. R. square. 8. 
Q. to Q.Kt. third. 9. 
Q.B. takes P. 10. 
Q.Kt. to Q.B. third. 11. 
K.Kt. P. one square. 12. 
K.P. one square. 13. 
Q.B. takes P. 



6. 

7. 

8. 

9. 
10. 
11. 
12. 
13. 
14. 



K. Kt. P. two squares. 
K Kt. P. one square. 
P. takes K.Kt. 
Q.P. one square. 
Q. to KB. third. 
Q. takes Q.P. 
Q. to K.Kt. second. 
K.Kt. to KB. third. 
K B, to K Kt. square, 
E.B. to E. second. 
Q.P. takes P. 



FIRST DEFENCE. 

14. Q.Kt. to Q.B. third. 



15. Q.B. takes Kt. 15. 

16. Kt. to K. fourth. 16. 

17. Q. to K. third, and wins. 



KB. takes B. 
Q.Kt. to Q. fifth. 



15. Q.B. takes Kt. 



SECOND DEFENCE. 

14. Q.Kt. to Q. second. 
In the first place^ 



16. Q.R. to K. square. 

17. B. takes B. 

18. Q. takes KP. 

19. Kt. to Q.Kt. fifth. 

20. Q.R. to Q. square.+ 

21. Kt. takes B. 

22. Q.R. takes P.+ 

23. K.R. takes Kt. and wins. 



15. Kt. takes B. 

16. Q.B. to K. third. (A.) 

17. P. takes B. 

18. K.R. to KB. square, 

19. K to Q. square. 

20. B. interposes. 

21. P. takes Kt. 

22. K to Q.B. second. 



17. Kt, to Q. fifth. 

18. B. takes Kt 



(A.) 

16. K to B. square. 

17. Kt. takes Kt. (B.) 

18. KB. P. one square. 
DD 2 
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19. B. takes K.B. 19. Q. takes B. 

20. Q. takes Q. and afterwards wins K.B. 



(B.) 



17. Q.B. to K third. 



18. 


Kt. takes KB. 


18. E. takes Et. 


19. 


K.B. takes B. 


19. P. takes B. 


20. 


Q. takes P.+ 


20. E. to Q. square. 


21. 


Q.B. to Q. square.-*- 


21. Et. interposes. 


22. 


E.R. to E.B. seventh, and will win. 




In the tecond placCy 






15. E.B. takes B. 


16. 


Et. to Q. fifth. 


16. E. to Q. square. 


17. 


Et. takes B. 


17. Et takes Et. 


18. 


Q.R. to Q. square.+ 


18. B. interposes. 


19. 


Q. takes Q.Et.P. 


19. Q.R. to Q.B. square. 


20. 


Q. to Q.B. sixth. 


20. E. to E. square. 


21. 


E.R. to E. square.+ 


21. E. to Q. square. 



22. B. to Q.Et. fifth, and wins. 



SECOND VARIATION, 

BEOINNINO AT THE FOURTEENTH MOVE OF THE BLACK. 



1. K.P. two squares. 

2. K. B* P. two squares. 

3. K.Kt, to K.B. third, 

4. K.B.to Q.B. fourth. 

5. Q.P. two squares. 

6. Q. tahes P. 

7. K. castles. 

8. JT. to K. R. sqiMre. 

9. Q.to Q.Kt. third. 

10. Q.B. takes P. 

11. Q.Kt. to Q.B. third. 

12. K. Kt. P. one square. 

13. K.P. one square. 



1. K.P. two squares. 

2. K.P. takes P. 

3. K. Kt P. two squares. 

4. K. Kt. P. one square. 

5. P. takes K.Kt. 

6. Q. P. one square. 

7. Q. to K.B. third. 

8. Q. takes Q.P. 

9. Q. to K.Kt. second. 

10. K.Kt. to K.B. third. 

11. K.R. to K.Kt. square. 

12. Q.B. P. one square. 

13. Q.P. takes P. 
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14. Q.B. takes P. 14. Q.Kt. to Q. second. 

15. Et. to E. fourth. 15. Q.Et.. takes B. 

16. Et. takes E.Et.+ 16. If he play K to Q. square, 

you check with Q.R., and if he interpose Q.B. you 
take Q. Et. P. with Q., and win ; but if he interpose 
Et. you take it with Et. and win ; therefore 

E. to E. second. 

17. B. takes E.B.P. 

FIRST DBFENCB. 

17. KB. to E.B. square. 

18. Q. to E. tliird. 18. Q. takes B. 

19. Q. takes Et.-** 19. K he interpose Q.B. you 

will checkmate in two moves ; therefore 
Q. interposes. 

20. Q. to Q.B. 8eventh.+ 20. Q.B. interposes. 

21. Q.B. to E. square, and wins. 

SECOND DEFENCE. 

17. Et. takes B. 

18. Et. takes E.B.+ 18. Q. takes Et. 

19. Q.R. to E. square.+ 19. E. to Q. third. 

20. E.B. takes Et. 20. Q. to E.R. square. 

21. Q. to Q.Et. fourth.+ 21. Q.B.P. one square. 

22. Q. to E.B. fourth.+ 22. E. to Q.B. third. 

23. E.R. to E.B. sixth.+ 23. If he play E. to Q.Et. 

fourth, you would play Q. Et. P. one square. But if 

E. to Q. second. 

24. Q. to E.B. fifth.+ 24. E. to Q.B. second. 

25. Q. to E. fifth.+ 26. K he play E. to Q. second, 

you will give checkmate in three moves ; therefore 

E. to Q. square. 

26. Q.B. to Q. square.-*- 26. Q.B. interposes. 

27. Q. to E. sixth. 27. Q. to E.Et. second. 
28r Checkmates in two moves. 
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THIRD VARIATION, 

nEOlNNING AT THK SIXTEENTH MOTE OF THE BLACK. 



1 . JST. P. two squares. 

2. K.B,P. two squares. 

3. K.Kt. to K.B. third. 

4. K.D. to Q.B. fourth. 

5. Q. P. two squares. 

6. Q. takes P. 

7. K. castles. 

8. K. to K. R. square. 

9. Q. to Q.Kt. third, 

10. Q.B.takes P. 

11. Q.Kt. to Q.B. third. 

12. K. Kt. P. one square. 

13. K.P. one square, 

14. Q.B. takes P. 

15. Kt. to K. fourth. 

16. Kt. to Q. sixth.^ 

17. Q.B. to K.B. fourth. 



I31arit. 

1. K.P. two squares. 

2. K. P. takes P. 

3. K.Kt. P. two squares. 

4. K.Kt. P. one square. 

5. P. takes KKt. 

6. Q. P. one square. 

7. Q. to KB. third. 

8. Q. takes Q.P. 

9. Q. to K.Kt. second. 

10. K.Kt. to KB. third. 

11. K.R.to K.Kt. square, 

12. Q. B. P. one square. 

13. CI.P. takes P. 

14. KB. to K. second. 

15. Q.Kt. to Q. second. 



23. 



16. K. to B. square. 

17. If he play Q.Kt. to Q.B. 
fourth, you play Q. to K. third. If he play K. Kt. to Q. 
fourth, or to K.R. fourth, you would play Q.B. to KB. 
sixth, and win the Queen. If he play K.Kt. to its 
fifth, you take KB. P. with Kt. &c. If he taJke Kt. 
with K. B. you win K. B. and K. Kt. Finally, if he play 

Q.Kt.P. two squares. 
K.B. square. 
Q. square, 
kes R. 
Q.B. 

erpose either 

or K.B., or play K. to Kt. second, you would check- 
mate with Q. ; therefore 

K. to K. second. 
Checkmates in four move& 



18. 


KB. takes KB. P. 


18. 


KR. to KR. square. 


19. 


Q.R. to K square. 


19. 


K.B. to Q. square. 


20. 


Q.R. to K. eighth + 


20. 


KKt. takes R. 


21. 


Q.B. to KR. sixth. 


21. 


Q. takes Q.B. 


22. 


B. to KR. fiftihi.+ 


22. 


If he interpose either Kt. 
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NINETEENTH GAME. 



17. 



18. 



JST.P. two squares. 

K. P. takes P. 

K.KtP. two squares, 

K. Kt P. one square, 

K.Kt.P. takes Kt. 

Q.P, one square, 

Q. to K,B. third, 

K.B. toK.B. third. 

K, Kt. to K, second. 

Q.P. takes P. 

Q. to KB. fourth. 

Q, takes P. 

Q.Kt. to Q.B. third. 
14. Q.Kt. to Q. fifth. 

Q. takes Q.B. 

If he play Q. to KKt. 
second, see the First Variation. If he take Kt. with Q. 
you take K. B. P. with Q. If he take B. with Q. you 
check with Kt. at K.B. sixth. If he play K.B. to 
K.Kt. second, you will win the Queen. But if 

K.B. to K.B. square. 
K.R. to K. square. 17. If he play Q. to Q.Kt. 

third, see the Second Variation. K he take K. B. with 
Q. you check with Kt. at K. B. sixth. But suppose 

Q. to K.Kt. second. 
B. to Q.Kt. fifth.+ 

In the first place, 





mniu. 




1. 


K. P. two squares. 


1. 


2. 


K. B. P. two squares. 


2. 


3. 


K.Kt. to K.B. third. 


3. 


4. 


K.B. to Q.B. fourth. 


4. 


5. 


Q.P, two squares. 


5. 


6. 


Q. takes P. 


6. 


7. 


K. castles. 


7. 


8. 


K. to B. square. 


8. 


9. 


Q.Kt. to Q.B. third. 


9. 


10. 


K, P. one square. 


10. 


11. 


Q.P. takes P. 


11. 


12. 


Q.Kt. to K. fourth. 


12. 


13. 


Q.B. to Q. second. 


13. 


14. 


Q.B, toQ.B. third. 


14. 


15. 


Q.B. takes Kt. 


15. 


16. 


Q. to K.R. fifth. 


16. 



18. Q.B.P. one square. 

19. Kt. to Q. sixth.+ 19. K. to Q. square. 

20. Q.R. to Q. square. 20. Q.B. to Q. second. 

21. Kt. takes ^Kt.P.+ 21. K. to Q.B. second. 

22. KB. takes Kt. and wins. 
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In the second place, 

18. Q.B. interposes. 

19. KB. takes B.+ 19. K takes B. 

20. Kt. to Q.B. fifth.+ 20. K. to K. square. 

21. K.R. takes Kt+ 21. K. takes R. 

22. Checkmates in seven moves at most. 



FIRST VARIATION, 

BEGINNING AT THE SIXTEENTH MOVE OF THE BLACKx 

16. Q. to K.Kt. amsh^ 

17. KB. takes P.+ 17. Q. takes B. 

18. Kt. to K.B. sixth.+ 18. K to B. square. 

19. Q. takes KB.+ 19. Q. interposes. 

20. Q. takes Gambit P. 20. K he play Q.B. to KB, 

fourth, you would win a piece by playing Kt to Q- 
fifth. K 

Kt. to K.B. fouTtii. 

21. Kt. to K.R. fifth. 

FIRST DEFENCE. 

21. Q. to KB. second. 

22. Kt. to KKt. third. 22. KR. to K Kt. sqnm. 

23. Kt. takes Kt. and ought to win. 

SECOND DEFENCE. 

21. Q. to KKt.. third. 

22. Kt. to KKt. third. 22. KR. to KKt. square* 

23. KR. to KB. second, winning a piece, &c. 

THIRD DEFENCE. 

21. Q. takes Q.KtP- 
22. Kt. to KKt. third. 



X 
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In the first placey 

22. Q. takes Q.B.P. 

23. Kt. takes Kt. 23. B. takes Kt. 

24. Q. to K. fifth, and wins. 

In the second place, 

22. Q. to E.B. third. 

23. Q. takes Q.B.P. 23. K. to K.Kt square. 

24. Q.R. to K. square. 24. Q.B. to K. third. (A.) 

25. Q.1^ takes B. 25. Q. takes R. 

26. Kt. takes Kt. and will win. 

(A.) 

24. Q. to K.B. second. 

25. Q. to Q. eighth.+ 25. K. to Kt. second. 

26. Q. to KKt. fifth.+ 26. Q. interposes. 

27. Kt. to K.B. fifth, checks, aiid wins easily. 



SECOND VARIATION, 

BEOINNIMO AT THE SEVENTEENTH MOTE OF THE BLACK. 

17. Q. to Q.Kt. third. 
18. B. to Q.Kt. fifth.+ 





FIRST 


DEFENCE. 

18. Q.B. interposes. 


19. 


B. takes Q.B.+ 


19. K. takes B. 


20. 


Kt. to Q.B. fifth.+ 


20. K. to K. square. 


21. 


K.R. takes Kt.+ 


21. K. takes R. 


22. 


Q. to K. fifth.+ 


22. K. to Q. square. 


23. 


R. to Q. Bquare.+ 


23. K. to Q.B. square. 


24. 


Q. to K.B. fifth.+ 


24. K. to Q.Kt. square 



25. Checkmates in four moves. 
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SECOND DEFENCE. 






18. Q.B.P. one square. 

19. Kt to K.B. sixth.+ 19. K to Q. square. 

20. Q.B. to Q. square 



+ 



In the first places 

20. Q.B. interposes. 

21. Q.B. takes Q.B.+ 21. K to Q.B. square. 

22. K.R. takes Kt 22. K he take B. with P. you 

would play Q. to K. fiflh, and checkmate in a few 
moves ; therefore, 

Q. takes K.B. 

23. Q. takes Q. 23. P. takes Q. 

24. Q.R. to Q.B. seventh.+ 24. K. to Q.Kt. square. 
26. Q.R. takes Q.Kt.P.+ 25. K. to Q.B. square. 

26. K.R. to Q.B. seventh.+ 26. K. to Q. square. 

27. K.R. to Q. seventh.+ 27. K. to Q.B. square. 

28. Checkmates in two moves. 

In the second place^ 

20. Kt. to Q. fourth. 

21. Q.R. takes Kt.+ 21. P. takes R. 

22. Q. takes P.+ 22. K. to Q.B. second. 

23. Q. to K. fifth.+ 23. Q. interposes. 

24. Kt. to Q. fifth, checks, and wins. 



KING'S BISHOP'S GAMBIT. 



FIRST GAME. 

Miiiit' ISUeit. 

1. K, P, two squares. 1. K. P. two squares, 

2. K.B.P. two squares. 2. K.P. takes P. 

3. K. B. to Q. B. fourth . this move was formerly con- 

sidered much inferior to playing K.Kt. to B, third, 
because it allowed Black to check with Q., compelling 
the White to move the King. This game has been 
much analyzed and played of late years, and it is now 
generally thought quite as safe to play the Bishop as 
the Bjiight. The usual moves against this attack are — 

K. Kt. P. two squares. 

K. B. P. two squares : see the Second Game. 

Q. to K. R. fifth, checking : see the Third Game. 

If instead of one of these Black were to play K. Kt. to 
K. B. third, you should move Q. to K. second ; or if he 
play Q. B. P. one square, you ought to move K. Kt. to 
K. B. third. Suppose, however, that he plays 

3. K.Kt. P. two squares. 

4. K,R.P. two squares. 4. K he play K.R.P. two 

squares, you may take P. with P., and afterwards move 
KKt. to KB. third. If he play K.B. to K.Kt, 
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second, you may play Q. P. two squares, and afterwards 
take K. Kt. P., as in the Second Defence. If he play 
E. B. to K. second, you take K. Et. P., and then move 
Q. P. two squares, &c. But suppose 



FIRST DEFENCE. 



5. Q. checks. 

6. Q. to E.B. seventh.+ 

7. E.P. checks. 

8. Q. to Q. fifth.+ 

9. Q. takes P., checkmating. 



E.B.P. one square. 

5. E. to E. second. 

6. E. to Q. third. 

7. P. takes E.P. 

8. E. to E. second. 



SECOND DEFENCE. 



5. 

6. 

7. 

8. 

9. 
10. 
11. 



Q.P. two squares. 
P. takes P. 
E.R. takes R. 
Q. to E.R. fifth. 
E.P. one square. 
E.Et. to E.R. third, 



4. E.R.P. one square. 

5. KB. to E.Et second. 

6. P. takes P, 

7. E.B. takes R. 

8. Q. to E.B. third. 

9. Q. to E.Et. second. 
10. Q.Et. to Q.B. third. 



Q. B. P. one square, and you have the best of the game, 
as you will afterwards win the Gambit Pawn, or 
E.Et.P. 

These moves show that the second player cannot defend 
the Gambit Pawn in the ordinary way, in consequence of 
your advancing KK.P. two squares. 



SECOND GAME. 



1. K.P, two squares. 
2,' K, B. P. two squares. 
3. K.B. to Q.B. fourth. 



1. K.P.two squares. 

2. JT.P. takes P. 

3. E.B.P. two squares. 
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first attack. 

4. K. P. takes P. ; this is a bad move ; jou ought to play 
Q.Kt. to Q.B. third. 

4. Q. checks. 

6. K. to K.B. square. 5. P. to K.B. sixth. 

6. KB. takes K.Kt. 6. P. takes P.+ 

7. K. takes P. 7. Q. to K.Kt. fourth.+ 

8. K. to K.B. square. 8. Q. takes P., checks, and 

will afterwards take K. B.,' having the best of the game. 

SECOND ATTACK. 

4. Q. to E. second. 4. If he were to take P. with 

P., you would win by checking with Q. at K. R. fifth. 
But if 

Q. checks. 

5. K. to Q. square. 5. P. takes KP, 

6. Q. takes P.+ 6. KB. to K second. 

7. Q.P. two squares. 7. He ought to play KEt. 

to K B. third, and there would be but little difference 
in the game. But suppose 

KKt.P. two square^. 

8. Q. to K fifth. 8. KKt. to KB. third. 

9. KKt to KB. third. 9. Q. removes. 

10. Q. takes K Et. P., and has the best of the game. 

THIRD ATTACK. 

4. Q.Kt. to Q.B. third. 

No. I. 

4. KKt. to KB. third. 

5. KP. one square. 

FIRST DEFENCE. 

5. KKt. to K fifth. 

6. KEt. to KB. third. 6. If he take Q.Et., you 

retake with Q. Et. P. But if 

E.Kt.P. two squares. 

7. KB. P. two squares. 7. KKt. P. one square. 
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8. Q.Kt. takes Kt 8. P. takes Q.Et 

9. K.Kt to its fifth. 9. Q.P. two squares. 

10. P. takes Q.P. en passant. 10. Q. takes P. 

11. Kt. to K.B. seventh. 11. Q. to Q.B. fourth. 

12. Q. to K. second, and jou have evidently a fine game. 

SECOND DEFENCE. 

6. K.Kt. to its fifth. 

6. K.Kt to K.B. third. 6. Q.P. one square. 

7. Q.P. two squares. 

In the first place, 

7. Q.P. takes P. 

8. Q.P. takes P. 8. Q. takes Q. 

9. Q.Kt. takes Q. 9. Q.Kt. to Q.B. third. 
10. Q.B. takes P. 

There is little difference in the game. 
In the second place, 





7. K.Kt. to K. sixth. 


8. Q.B. takes Kt. 


8. P. takes Q.B. 


9. Q.Kt. to Q. fifth. 


9. Q.P. takes P. 


10. Q.P. takes P. 


10. Q.Kt. to Q.B. third. 



11. Q.Kt takes P. at K. third, and jou have a good game. 

No. n. 

4. Q. checks. 

5. K. to K.B. square. 5. K.Kt. to K.B. third. 

6. K.Kt. to K.B. third. 6. Q. to K.R. fourth. 

7. K.P. one square. 

In the first place, 

7. K.Kt. to K. fifth. 

8. Q.Kt. to Q. fifth. 8. If he play K. to Q. square, 

you should take Gambit P. with Q. Kt., having a good 
game. But if 

K.Kt. to its sixth.+ 

9. K to K.Kt. square. 9. K.Kt. takes R. 
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10. Kt. takes Q-B-P."*- 10. K to Q. square. 

11. Q.Kt. takes Q.B. 11. K.Kt. to its sixth. 

12. P. takes K.Kt. 12. P. takes P. 

13. Q.P. two squares. 13. K.B. to E. second. 

14. Q.B. to KB. fourth. 14. If he plaj K.B. to KB. 

fifdi, yon should plaj K Kt. to its fifth. But if 

Q. to K.Kt fifth. 

15. Kt to K.Kt fifth. 15. Q. takes Q.B. 

16. Kt. to KB. seyenth.+ 16. K. to K square. 

17. Q. to Q. third. 17. KB. to Q. square. 

18. K.Kt. to Q. 8ixth.+ 18. K to KB. square. 

19. Q.B. to KB. square, and will checkmate in a few mores. 

In the second place, 

7. K.Kt. to its fifth. 

8. Q.P. two squares. 8. K.Kt to K 8ixth.+ 

9. Q.B. takes Kt 9. P. takes Q.B. 

10. Q.Kt to Q. fifth, 10. K to Q. square. 

11. Q.Kt takes KP., and has a fine game. 

FIRST VARIATION, 

BEGINNING AT THE FIFTH MOVE OF THE BLACK, 

1. K,P, two squares, 1. K,P, two squares. 

2. K.B.P. two squares. 2. K.P. takes P. 

3. K,B. to Q.B. fourth. 3. K.B.P. two squares. 

4. Q.Kt. to Q.B. third. 4. Q checks. 

5. K. to K.B. square. 5. P. takes K.P. ; this move 

is suggested by Mr. Jaenisch, in his 2d vol. p. 211, in 
lieu of K. Kt to K B. third already given ; he thinks it 
gives Black the best of the game : he continues it thus : 

6. Q.Kt takes P. 6. Q.B.P. one square. 
.7. Q. to K second. 7. K. to Q. square. 

8. KB. takes KKt. ; instead of this move, it would per- 

haps be better to play K. Kt to K.B. third ; see the 
Third Variation. 

8. KR. takes B. 

9. KKt to KB. third. 9. Q. to K second. ^ 
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10. Q.P. two squares. 10. Q.P. two squares. 

11. Q.Et to KKt. fifth. 11. K.B.P. one square. 

12. Q. takes Q.+ 12. If he were to take Q. with 

K., you would play E. Kt. to K. B. seventh. But if 

KB. takes Q. 

13. Q.Kt. to K.B. seventh.^ 13. K. to his square. 

14. Q.Kt. to K. fifth. 14. KKt. P. two squares, and 

has the best of the game, having a Pawn more. 

Such is the Defence given by Mr. Jaenisch to the move of 
Q. Kt. to Q. B. third, first published in my Second Series 
of Lessons, page 249. His fifth move of K. B. P. takes P. 
may, for aught I know, be a better move than the one 
given by me of K. Kt. to K B. third, but I think that the 
first player may make better moves than those given 
by Mr. Jaenisch ; see the following Variations. 

SECOND VARIATION, 

BEGINNING AT THE SEVENTH MOVE OF THE FIRST VARIATION. 

1. K,P. two squares. 1. K.P. two squares. 

2. K. B, P. two squares. 2. K. P. takes P. 

3. K.B. to Q.B. fourth. 3. K.B,P. two squares. 

4. Q.Kt. to Q.B. third. 4. Q. checks. 

5. K. to K.B. square. 5. P. takes K.P. 

6. Q.Kt. takes P. 6. Q.B. P. one square. 

7. K.Kt. to K.B. third. 7. Q to K. second. 

8. K. to K.B. second. 8. Q.P. two squares. 

9. Q.Kt. to K.Kt. fifth. 9. Q. to Q.B. fourth.^ 

10. Q.P. two squares. 10. Q. takes K.B. 

11. K.R. to K. square.+ 

FIRST DEFENCE. 

11. K. to Q. square. 

12. Kt. to K.B. seventh.+ 12. K. to Q.B. second. 

1 3. Q..B* takes P., checks, and has a forced won game. 
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second defence. 

11. K.B. to K second. 

12. K.Kt. to K. fifth. 

In the first place, 

12. Q. to Q.Kt. fourtli. 

1 3. Q. to K. R. fifth, checks, and has a fine game. 

In ilie second place, 

12. Q. to Q.Kt. fifth. 

13. It would not be good play to check with Q. ; it is better 

to play 
Q.B.P. one square. 13. Q. to Q. third. 

14. Q.Kt. to K.B. seventh. 14. Q. to K.B. third. 

15. Q.Kt. takes K.R. 15. Q.B. to K. third. 

16. Q. to K.R. fifth, checks, and afterwards plays out Q.Kt., 

having the best of the game. 

THIRD DEFENCE. 

11. KKt. to K. second. 

12. KKt. to K. fifth. 12. Q. to Q.Kt. fifth. 

13. Q.B.P. one square. 13. Q. to Q.Kt. third. 

14. Q.Kt. to KB. seventh. 14. KR. to KKt. square. 

15. Q.Kt. to Q. sixth.+ 15. K to Q. square. 

16. KKt. to KB. seventh.+ 16. If he play K to Q. second, 

he will be checkmated in three moves ; therefore, 

K to Q.B. second. 

17. Q.B. takes P. 17. Q. to Q.R. third. 

18. Checkmates in three moves. 

THIRD VARIATION, 

BEGIN NINO AT THE EIGHTH MOVE OF THE WHITK. 





mi%iit. Vlact. 


1. 


K,P. two squares. 1. K.P. two squares. 


2. 


K.B. P. two squares, 2. K. P. takes P. 


3. 


K. B. to Q. B. fourth. 3. K. B. P. two squares. 




E E 
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4. 


(IKt. to Q. B. third. 4. Q. cheeh$. 


6. 


K. to K. B. square. 5. P. takes P. 


6. 


Q.Kt.takesP. &. Q.B. P. one square. 


7. 


Q. to K. second. 7. JT. to Q. square. 


8. 


K.Kt. to K.B. third. 8. If he play Q. to K.R. 




fourth, 70U move Q.Kt. to KEt. fifth ; and if he then 




play Q.P. tiro squares, you play KKt to K fifUi. 




But if 




Q. to E. second. 


9. 


QrEt. to KEt fifth. 




FIBST DEFENCE. 




9. Q. takes Q. 


10. 


E.B. takes Q. 




In the first placey 




la E. to E. square. 



11. E.Et. to K fifth. 

No. I. 

11. E.B.P. one square. 

12. Q.Et. to E.B. seventh. 12. If he play KB. to its 

second, you move E. B. to Q. third. But if 

Q.P. one square. 

13. Et. takes KB. 13. Q.P. takes Et. 

14. E.B. checks, and afterwards plays Et., having the best 

of the game. 

No. n. 

11. Q.P. one square. 

12. E.Et. to KB. seventh. 12. If he play KR.P. one 

square, you take E. B. with Et. But if 

KB. to E. second. 

13. Q.P two squares. 13. If he take Et. with E.B., 

you should take E. B., and not E. R. If 

E.B.P. one square. 

14. Et. takes KB. 14. P. takes Et. 

15. Et. to KEt. sixth. 16. KB. to its third. 
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16. Q.B.P. one square. 16. K. to K.B. second. 

17. KB. to Q. third, and afterwards plays K.R.P. two 

squares, and will have the best of the game. 

No. III. 

11. E.B. to K. second. 

12. KEt. toK.B. seventh. 12. E.B. takes Et. 

13. Et. takes E.B. 13. E.R.P. one square. 

14. You may play Et. to E. fourth, or 

E.B. checks. 14. E. to E. second. 

15. Kt. to E.B. seventh. 15. KEt. to E.B. third. 

16. Et. takes K.R. 16. Et. takes E.B. 

17. Et. to E.Et. sixth.+ 17. E. to E.B. third. 

18. Et. to E.E. fourth. 18. E.Et. P. two squares. 

19. E. Et. to E. B. third, and has rather the best of the game. 

In the second place, 

10. E.Et to E.R. third. 

11. Q.P. two squares. 11. E.B. to Q. third. 

12. E.Et. to K fifth. 12. KB. takes Et. 

13. P. takes KB. 13. KB. to KB. square. 

14. KEt. takes E.R.P. 14. KR. to KB. fourth. 

15. KB. to Q. third. 15. KR. takes KP. 

16. Q.B. takes P., and has the best position. 

SECOND DEFENCE. 

9. Q.P. two squares. 

10. Q. takes Q. 10. If he take Q. with KB., 

you will play E. B. to Q. third. Suppose 

E. takes Q. 

11. KB. to Q. third. 11. E.R.P. one square. 

12. KEt. to K fifth. 12. K to KB. third. 

13. Q.Et. to KB. seventh. 13. E.B. to Q. third. 

14. Q.Et. takes KR. 14. E.B. takes Et. 

15. Et. to E.Et. sixth. 15. E.B. to Q. third. 

16. K to his square, and you have the best of the game. 

E E 2 
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THIRD GAME. 

1. K,P, two squares. 1. K,P, two squares. 

2. K,B.P. two squares. 2. K.P. takes P. 

3. K.B. to Q.B. fourth. 3. Q. checks. 

4. K. to K.B. square. 4. KheplayQ. P. one square, 

see the Fourth Game. If he play Q. to K.B. third, you 
move Q. Kt. to B. third, or Q. P. two squares. But if 





FIBST DEFENCE. 




KB. to Q.B. fourth. 


5. 


Q.P. two squares. 5. KB. to Q.Kt third. 


6. 


KKt. to KB. third. 




In the first placey 




6. Q. to KKt. fifth. 


<• 


KB. takes KB.P.+ 7. K to B. square. 


8. 


KR.P. one square. 8. Q. to KKt. sixth. 


9. 


Q.Kt. to Q.B. third. 9. K takes B. 


10, 


Q.Kt. to K second. 10. Q. to KKt. third. 



11. K.Kt. to K. fifth, checks, and wins IJie Queen. 

The fourth move of the Black is evidently a bad one, he 
ought to have played KKt. P. two squares. 

White would equally have won the Queen if, on the 
ninth move, he had played Q. B. to Q. second, and then 
Q. B. to K. square. 

In the second place, 

6. Q. to KB. third. 

7. K.Kt. to K. fifth. 7. QjP. two squares. 

8. KB. takes P. 8. Q.B.P. one square. 

9. You may take KB. P. with KKt., as in the Third 

Defence, or you may play 
KB. takes K.B.P.+ 9. K to K.B. square. 

10. KB. to Q.Kt. third. 10. Q.B. to K third. 

11. KB. takes B. 11. Q. takes B. 

12. Q.B. takes P. and has evidently the best of the game. 
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In the third place, 

6. Q. to KB. third. 

7. K.P. one square. 7. If he play Q. to Q.B. 

third, you may play Q. to K. second, and you will 
have a good game. But if he play 

Q. to KB. fourth. 

8. KB. to Q. third. 8. Q. to K.Kt. fifth. 

9. KR.P. one square. 9. Q. to KKt. sixth. 

10. Q.Kt. to Q.B. third. 10. KB. takes Q.P. 

11. Q.Kt. to K fourth. 11. Q. to KKt. third. 

12. Q.Kt. to Q. sixth, checks, and wins the Queen. Black 

played ill in defending the Gambit Pawn with the 
Queen. If, on the seventh move, he had played Q. to 
K. R. third, you might play K. R. P. two -squares, and 
afterwards KKt. to its fifth, or KKt. P. one square, 
having a very good game. 

In the fourth place. 







6. Q. to K second. 


7. 


Q.B. takes P. 


7. Q. takes KP. 


8. 


KB. takes KB.P.+ 


8. K to KB. square. 


9. 


Q.B. to KKt. third. 


9. KKt. to KR. third. 


10. 


Q.Kt. to Q.B. third. 


10. Q. to K. second. 


11. 


KB. to Q.Kt. third, 
the Black's. 


and your position is better than 




SECONE 


> DEFENCE. 



4. KKt. to KB. third. 

5. KKt. to B. third. 5. If he play Q. to KKt. 

fifth, you take KB. P., checking. If he move Q. to 
K.R. third, you play Kt. to K. fifth. But if 

Q. to KR. fourth. 

6. KP. one square. 6. KKt. to its fifth. 

7. Q.P. two squares. 7. K.Kt. P. two squares. 

8. K.R.P. two squares. 8. If he play KB. to KR. 

third, or K.R.P. one square, you move K. to KKt. 
square, secure of gaining a Pawn in a few moves. 



1 
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THIRD DEFENCE. 

4. K.Kt.P. two squares. 

5. K.Et to K.B. third; joa may abo play Q. to E.B. 

third, see the Ninth Game ; or Q^Kt. to Q.B. tiurd, 
see the Tenth Game. 

In tlie first place, 

5. Q- to KB. third. 

6. KEt. to K fifth. 6. Q.P. two squares. 

7. E.B. takes P. 7. Q.B.P. one square. 

8. KEt. takes KB. P. 8. Q. remoyes. 

9. KB. to Q.Et. third, and will win. 

In ike second place, 

5. Q. to KEt. fifth. 

6. KB. takes E.B.P.+ 6. K to K second. 

7. E.R.P. one square. 7. Q. to E.Et sixth. 

8. Q.Et. to Q.B. third, and ailerwards playing Q.Et. to 

K second, will win the Queen. Black played ill in 
moving, on the fifth move, Q. to E. B. third, as well 
as Q. to E.Et. fifth. The proper move is 

In the third place, 

5. Q. to KR. fourth. 

6. Q.P. two squares. 6. Q.P. one square. 

7. Q. to Q. third. 7. KB. to KEt. second. 

8. E.R.P. two squares. 8. E.R.P. one square. 

9. K to E.Et. square. 9. Q. to KEt. third. 

There is not much difference in the game> which is difficult 
for both parties. 



FOURTH GAME. 

mitU. ttlacic. 

1. K, P. two sqtuires. 1. K. P. two squares. 

2. K.B.P. two squares. 2. K.P. takes P. 
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3. K.B. to Q.B. fourth. 3. Q. chsck$. 

4. X, to K.B. square. 4. Q.P. one square. 

5. You may now play Q.F. two squares, see the First 

Variation; or Q. to KB. third, see the Second Vari- 
ation, or 
KKt. to KB. third. 6. If he play Q. to KB. 
third, you play Q-Kt to Q.B. third, or Q.P. two 
squares. K he play Q. to K Kt fifth, you move K. 
to KB. second, and afterwards KB. to K square, 
or KB. square. But if 

Q.B. to KKt fifth. 

6. Q>P- two squares. 

FI&ST DEFENCE. 

6. Q.B. takes Kt. 

7. Q. takes Q.B. 7. KKt. P. two squares. 

8. Q. to Q.Kt. third, attacking two undefended Pawns. 

SECOND DEFENCE. 

6. Q. to KR. third. 

7. K.Kt.P. one square. 

In the first place^ 

7. KKt. P. two squares. 

8. KR.P. two squares. 8. KB. P. one square. 

9. KP. one square. 9. Q.P. takes P. 

10. Q.P. takes P. 10. Q.B. takes Kt. (A.) 

11. Q. takes Q.B. 11. Q.B.P. one square. 

12. K.R.T. takes P. 12. Q. takes P. 

13. Q.B. takes P., and will win. 

(A.) 

10. KB. P. takes P. 

11. Q. to Q. fifth. 11. Q.B. takes KKt. 

12. Q. takes Q.B. 12. Q.B.P. one square. (B.) 

13. KR.P. takes P. 13. Q. takes P. 

14. KKt.P. takes P. 14. KP. takes P. 

15. Q.B.takesP. 15. Q. to KB. third* 
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3. K.B. to Q.B. fourth. 3. Q. chicks. 

4. K, to K.B, square. 4. Q.P. one square. 

5. You may now play Q.P. two squares, see the First 

Variation; or Q. to KB. third, see the Second Vari- 
ation, or 
KKt to KB. third. 6. If he pky Q. to KB. 
third, you pky Q.Kt to Q.B. third, or Q*P. two 
squares. K he play Q. to K Et fifth, you move K. 
to KB. second, and afterwards KB. to K square, 
or KB. square. But if 

Q.B. to KKt fifth. 

6. Q>P* two squares. 



FIRST DEFENCE. 



6. Q.B. takes Kt. 

7. Q. takes Q.B. 7. KKt.P. two squares. 

8. Q. to Q.Et. third, attacking two undefended Pawns. 



7. KEtP. one square. 



SECOND DEFENCE. 

6. Q. to KB. third. 



In the first place, 



8. E.R.P. two squares. 

9. E.P. one square. 

10. Q.P. takes P. 

11. Q. takes Q.B. 
L*P. takes P. 




7. E.Et.P. two squares. 

8. E.B.P. one square. 

9. Q.P. takes P. 

10. Q.B. takes Et. (A.) 

11. Q.B.P. one square. 

12. Q. takes P. 



takes P., and will win. 



(A.) 

10. KB. P. take* P. 

11. Q.B. takes K.Kt. 

12. Q,B.P. one iquare. (B.) 

13. Q. takes P. 

14. KP. takoM I'. 
16. Q. to K,I». third. 
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16. Q.Kt. to Q,B. third. 16. K.B. to K. second. 

17. Q.R. to K. square. 17. Q.Kt. to Q. second. 

18. Q.Et. to K. fourth, and ought to win. 



(B.) 



13. KB. to Q, fifth. 

14. Q.B.P. two squares. 

15. Q. to K.R. fifth.+ 

16. KB. takes KKt. 

17. Q. to KB. seventh, 



12. Q. to Q.B. third. 

13. Q. to Q.R. third.+ 

14. Q.B.P. one square. 

15. K. to Q. square. 

16. KR, takes KB. 

17. KR. to its square. 



18. KR. to its second, having the best of the game. 
In the second place, 



8. K to KB. second. 

9. KR.P. takes P. 

10. KB. takes KB.P.+ 

11. Q. takes Q.B. 

12. KR. takes KR.P. 

13. KB. takes KKt. 

14. K to K.Kt. square. 

15. Q. takes KB., checks, 



7. Q. to KR. sixth.+ 

8. P. takes P.+ 

9. Q.B. takes Ku 

10. K. to Q. square. 

11. Q. to Q. second. 

12. KR. takes R. 

13. KR. to its seventh.+ 

14. Q. to KR. sixth, 
and will win easily. 



THIRD DEFENCE. 



7. Q.Kt. to Q.B. third. 

8. KR.P. two squares. 

9. K to KB. second. 

10. P. takes Q.B. 

11. KR.P. takes P. 
.12. Q.B. takes P. 

13. Q.Kt. to Q. fifth. 

14. Q.Kt. takes Q.B.P.+ 

15. Q.Kt. takes Q.R. 

16. Q. to Q. second, and 



6. KKt. P. two squares. 

7. Q. to KR. fourth. 

8. KR.P. one «quare. 

9. Q. B. takes Kt. 

10. Q. to KKt. third. 

11. Q. takes P. 

12. Q. takes Q.B. 

13. Q. to KKt. fourth. 

14. K to Q. square. 

15. Q. to K second, 
has the best of the game. 
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FIRST VARIATION, 

BEGINNING AT THE FIFTH MOVE OP THE WHITE. 

^IBJ^tte. ISlarit. 

1. K.P, two sqtmres, 1. K.P, two squares, 

2. K.B.P. two squares. 2. K.P. takes P, 

3. K.B. to Q/b. fourth. 3. Q. checks. 

4. K. to K.B. square. 4. Q. P. one square. 

5. Q.P. two squares. 



FIRST DEFENCE. 



6. 



7. 

8. 

9. 
10. 
11. 
12. 



You may play Q. to 

well to play 
KKt. to K.B. third. 
Q.Kt, to Q.B. third. 
K.B.P. two squares. 
K. to K.B. second. 
KB. P. takes P. 
P. takes Q.B. 
Q.Kt. to K. second. 



5. Q.B. to KKt. fifth. 

Q; third ; but it is, at least, as 

6. K.Kt.P. two squares. 

7. Q. to KB. fourth. 

8. KB. P. one square. 

9. KB. to KKt. second. 

10. Q.B. takes KKt. 

11. Q. takes KKt. P. 

12. Q.Kt. to Q.B. third. 



13.' Q.B.P. one square, and afterwards takes Gjunbit Pawn. 



SECOND DEFENCE. 

5. Q.B. to K third. 

6. KB. takes B. 6. P. takes KB. 

7. Q. to KB. third. 7. If he play KKt. P. two 

squares, you play K. Kt.P. one square, recovering the 

Pawn. K he move Q. to K.B. third, you advance 

KP. If 

P. to K. fourth. 
8] Q.P. takes P. 8. Q.P. takes P. 

9. Q. to Q.Kt. third. 9. If he play Q.Kt.P. one 

square, you play Q. to Q. fifth, &c. If he play Q. Kt. 

to Q. second, you take Q.Kt.P. &c. in each case, 

having a good game. 
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SECOND VARIATION, 

BEGINNING AT THE FIFTH MOVE OP THE WHITE. 

1. K.P. two squares. 1. K,P, two squares. 

2. K.B.P. two squares. 2. K.P. takes P. 

3. K.B. to Q.B. fourth. 3. Q. checks. 

4. K. to K. B. square. 4. Q. P. one square. 

5. Q. to E.B. third. This is Cozio's method of attack ; it 

is ingenious, and probably the best move, when the Q.P. 
is played, but it may also be adopted with advantage in 
other Variations, see the Ninth Gume. 

FIBST DEFENCE. 

5. Q. to KB. third. 

6. Q.P. one square. 6. K.Kt.P. two squares. 

7. K.R.P, two squares. 7. K.R.P. one square. 

8. P. takes P. 8. P. takes P. 

9. K.E. takes R. 9. Q. takes K.B. 

10. K. Kt P. one square, recovers the Pawn, with a good game. 

SECOND DEFENCE. 

5. K.Kt.P, two squares. 

6. KKt.P. one square. 6. If he play Q. to KB. 

third, you should take P. with P., and afterwards play 
Q. P^ one square. But suppose 

Q. to KKt. fifth. 

7. Q. takes Q. 7. Q.B. takes Q. 

8. Q.P. one square. 8. KB. to KB. third. 

9. Q.Kt. to Q.B. third. 9. KKt. to K second. 

10. KKt. to K second. 10. K he play KKt. to its 
third, you move Q. Kt. to Q. fifth, &c. But if 
Q.B. takes Kt."^ 
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11. Q.Kt. takes Q.B. 11. K.Kt. to its third. 

12. K.B.P. two squares, and afterwards advancing it one 

square, will recover the Pawn, with at least an equal 
game. 



QStlttf. 

1. K.P. two squares. 

2. JT. B. P. two squares. 

3. K.B. to Q.B.fouHh. 

4. K. to K. B. square, 

5. K.Kt. to K.B. third. 

6. K.B. P. two squares. 



FIFTH GAME. 

Vlacft. 
K. P. two squares. 



1. 

2. K.P. takes P. 

3. Q. checks. 

4. K. Kt. P. two squares. 

5. Q. to K.B. fourth. 

6. The best move is K. B. to 



K. Kt. second ; but suppose he plays 



FIRST DEFENCE. 



7. K.Kt to its fifth. 



K. Kt. P. one square. 
7. K.Kt. to K.R. third. 



In the first phice, 

8. K.P. one square. 8. Q.P. one square. 

9. Q.P, two squares. 9. P. takes K.P. 

10. Q.P. takes P. 10. The best move is P. to 

K. B. sixth ; jou would take it with K. Kt. P., and the 
game would be nearly equal. But suppose 

K.B.P. one square. 



11. P. takes K.B.P. 

12. Q.B. takes P. 

13. Q. to K. second.^ 

14. Q. takes Q.B.+ 

15. Q. to K seventh.+ 

16. K.B. checks. 
17. 



11. K.B. to Q. third. 

12. KB. takes Q.B. 

13. Q.B. to K. third. 

14. K. to Q. square. 

15. K. to Q.B. square. 

16. Q.Kt. interposes. 



Q. takes Q.Kt., jchecks, and afterwards playing P. 
K.B. seventh, will win easily. 



to 
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In the second places 

8. Q.P. two squares. 8. K.B.P. one square. 

9. KKt. to K.R. third. 9. Q. takes K.R.P. 

10. K.Kt. to KB. second. 10. Q. to K.Kt. fourth. (A.) 

11. K.Kt. to Q. third. 11. Q.P. one square. 

12. K.Kt. takes P., and though you have a Pawn less, yet 

your position is very attacking. 

(A.) 

10. Q. to KKt. sixth. 

11. Q.Kt. to Q.B. third. 11. P. to KB. sixth. 

12. KKt. P. takes P. 12. P. takes P. 

13. Q.B. takes KKt 13. KB. takes B. 

14. KR. takes B. 14. Q. to KKt. seventh.+ 

15. K to K square. 15. Q. to KKt. eighth.+ 

16. K.B. to its square, having a winning game. 

SECOND DEFENCE. 

6. K.B. to KKt. second. 

7. Q.P. two squares. 7. Q.P. one square. 

8. K. to Kt. square. There are two other ways of playing, 

viz. K. B. to K. second, or Q. Kt. to Q. B. third ; see 
the Seventh Gume. 

8. Q.B. to KKt. fifth. 

9. K.R.P. takes P. 9. Q.B. takes KKt. 

10. KKt. P. takes B. 10. Q. takes P.+ 

11. K to B. square. 

The position is slightly in favour of the Black, who has 
still the advantage of a Pawn. 



SIXTH GAME. 

1. K,P, two squares, 1. K.P. two squares. 

2. K.B.P. two squares, 2, K.P. takes P, 

3. K.B. to Q.B. fourth. 3. Q. checks. 
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4. 

5. 
6. 



7. 



K. to K, B, square, 
K.Kt to K.B. third, 
K, R. P, two squares. 



4. K. Kt, P, two squares, 

5. Q, to K,R, fourth. 

6. K,B, to K.Kt, second. 



FIRST ATTACK. 

Q.Kt. to Q.B third. 7. He might take Q.Kt. with 

K. B., but it is perhaps better to play 

K.R.P. one square. 
8. 
9. 
10. 
11. 
12. 
13. 
14. 
15. 



8. Q.P. two squares 

9. K.P. one square. 

10. Q.Kt. to Q. fifth. 

11. Q.P. takes P. 

12. K. to KKt. square. 

13. K.R.P. takes P. 

14. K.R. takes R. 

15. Q. to K. square. 



Q.P. one square. 
Q.P. takes K.P. 
K. to Q. square. 
Q.B. to Q. second. 
Q. to K.Kt. third. 
P. takes P. 
KB. takes R. 
If he play Q.B.P. one 



square, you will take the Gambit Pawn with Q.Kt., in 
order to check afterwards with Q. at K.R. fourth. His 
best move is KB. to KKt. second, which will give 
him the best of the game. 



SECOND ATTACK. 



7. K to KKt. square. 

8. If you play K to KB. 

square ; but if 
K to K.R. second. 

9. Kt. takes KB. 

10. K to KR. third. 

11. KKt. to KB. fifth. 

12. KR. takes Q. 

13. KB. takes P. 

14. KB. takes Q.Kt.P. 

15. KB. takes B. 

16. K to Kt. fourth. 



7. KB. checks. 

square, he will move Q.P. one 

8. K.Kt. P. one square. 

9. KKt. P. checks. 

10. Q.P. two squares.^ 

11. Q. takes Q. 

12. KKt. to KR. third. 

13. KKt. takes Kt. 

14. K.Kt. to K sixth.+ 

15. KKt. takes R. 

16. Q.Kt. to Q.B. third. 



In the first place, 

17. KB. to Q.Kt. seventh. 17. Q.Kt. to Q. fifth. 

18. If you take Q.R., he will play P. to K.B. sixth, and 



1 



430 KINOES bishop's gambit. 

afterwards advance one of the Pawns to Queen. K you 

play K.B. to Q.R. sixth, he may take Q.B.P., &c. 
But if 

K.P. one square. 18. Q.R. to Q.Kt. square. 

19. KB. to K. fourth. 19. Kt. to K.B. 8eventh.+ 

20. K. takes P. 20. Kt. takes K.B. 

21. K. takes Kt. 21. Kt. takes Q.B.P., and 

wins easily. 

In the second placey 

17. K.B. to Q.R, sixth. 17. Q.Kt. to Q. fifth. 

18. Q.Kt. to Q.R. third. 18. P. to KB. sixth. 

19. KB. to its square. 19. P. takes P. 

20. K.B. takes P. 20. R. to KKt. sq., checks, 

and will win. 

THIRD ATTAim. 

7. Q.P. two squares. 7. Q.P. one square. 

In the first place, 

8. KR. to its second. 8. Q.B. to KKt fifth. 

9. K you take KKt.P. with K.R.P., he will take KR. 

But if 
K* to Kt. square. 9. P. takes K. R. P. ; instead 

of this move Mr. Jaenisch prefers taking KKt. with 
Q.B. : see the Variation. 

10. Q.B. takes P. 10. P. to K.R. sixth. 

11. Q.B.P. one square. 11. KKt to KB. third. 

12. Q.Kt to Q. second. 12. Q. to KKt third, and 

has the best of the game. 

In the second place^ 



8. 


K to KKt square. 


8. 


Q.B. to KKt fifth. 


9. 


Q^Kt to Q.B. third. 


9. 


Q.B. takes Kt 


10. 


KKt P. takes B. 


10. 


Q.Kt to B. third. 


11. 


KB. to Q.Kt fifth. 


11. 


K. castles. 


12. 


KB. takes Kt 


12. 


P. takes KB. 



13. KR.P. takes P. 13. Q. takes KR.P.+ 
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14. K. to K»B. square. 14. E.B.P. two ^uares. 

Id. Q'Et. to K. second. 15. P. takes K.F. 

16. KB. P. takes P. 16. Q. to KB. third. 

17. If you take P. with Q.B. or Q.Kt., he will play KB. to 

K R. sixth, and afterwards Q. R. to K B. square, &c. 
K you play any other move he will still have the best 
of the game. 

FOURTH ATTACK. 

7. KR to its second. 7. KKt.P. one square. 

8. KKt. to its fifth. 8. KKt. to KR. third. 

9. Q.P. two squares. 9. Q.P. two squares. 

In the first place, 

10. KB. takes P. 10. KKt. P. one square. 

11. Q. takes Q. (A.) 11. P. takes KR. 

12. KB. takes KB.P.+ 12. K to KB. square. 

13. KB. to K sixth. 13. P. becomes a Q., checks, 

and will win. 

(A.) 

11. KB. takes KB.P.+ 11. Q. takes KB. 

12. KKt. takes Q. 12. Q.B. to KKt. fifth. 

13. If you take Q.B. with Q., he will take Q., and after- 

wards K R. or K Kt. If you remove Q., he will take 
K. R., and then advance the Pawn to Queen, winning 
easily. 

In the second place, 

10. KB. to K second. 10. KB. P. one square. 

11. If you play KKt. to R. third, he may either take 

K R. P., or play the Grambit Pawn one square. But if 
Q.B. takes P. 11. K.B.P. takes Kt. 

12. KR.P. takes P. 12. Q. to KB. second. 

13. KKt. P. one square. 13. KKt. to its square, and 

has considerably the best of the game. 

In the third place, 

10. KP. takes P. 10. KKt. P. one square. 

11. Q. to K square.^ 11. K to Q. square. 
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12. K.R. to its square. 12. K.R. to K. square. 

13. If you play K.B. to K. second, or Q. to Q. second, he will 

play Q.B. to K.Kt fifth, or K.Kt. to its fifth, in order 
to check at K. R. seventh, or at K. sixth, and will have 
in each case the best of the game. 



VARIATION, 

BEGINNINQ AT THE NINTH MOVE OF THE BLACK. 

1. K,P, two squares, 1. K,P. two sqtiares. 

2. K,B,P, two squares, 2. K.P. takes P, 

3. K.B. to Q,B, fotirth. 3. Q. checks. 

4. K. to K, B, square, 4. K. Kt P. two squares. 

5. K.Kt. to KB. third. 5. Q, to KB. fourth. 

6. K. R. P. two squares. 6. K. B. to K Kt. second. 

7. Q. P. two squares. 7. Q. P. one square. 

8. K.R. to its second. 8. Q.B. to K.Kt.ffth. 

9. K. to Kt. square. 9. Q.B. takes K.Kt. 

10. P. takes Q.B. 10. Q.Kt. to Q. second. 

In the first plax^e, 

11. Q.B.P. one square. 11. KB. to K.R. third. 

12. KR.P. takes P. 12. Q. takes P.+ 

13. KR. to KKt second. 13. Q. to KB. third, and has 

the best of the game. 

In the second places 

11. Q.Kt. to Q.B. third. 11. Q.Kt. to its third. 

12. KB. to Q.Kt. third. 12. KKt. to K, second. 

13. If you play Q.Kt. to its fifth, he will move K to Q. 

second. But if 

P. takes P. 13. Q. takes P.+ 

14. KR. to KKt. second. 14. Q. to K.B. third. 

15. Q.Kt. to K second. 15. K.Kt. to its third. 
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16. 


Q.B.P. one square. 


16. 


K. castles with Q.R. 


17. 


Q.Kt, takes P. 


17. 


K.Kt. takes Kt. 


18. 


Q.B. takes Kt. 


18. 


Q. takes Q.B. 


19. 


K.R. takes KB. 


19. 


Q.R. to K.Kt. square. 



and has evidentlj the best of the game. 



SEVENTH GAME. 



1. K,P. two squares, 

2. JT. B. P. two squares. 

3. K.B, to Q.B. fourth. 

4. K. to K.B. square. 
6. K.Kt. to B. third. 

6. K. M. P. two squares. 

7. Q. P. two squares. 



8. 

9. 
10. 
11. 
12. 
13. 
14. 



1. K.P. two squares, 

2. K.P. takes P. 

3. Q, checks. 

4. K. Kt. P. two squares. 

5. Q. to K.R. fourth. 

6. K. B. to K. Kt. second. 

7. Q. P. one square. 



In the first place^ 



K.B. to K. second. 8, 

K.Kt. to K. square. 9. 

Q.Kt to B. third. 10. 

KB. to Q. third. 11. 

Q.Kt. to Q. fiftii. 12. 

K to Kt. square. 13. 

K to R. second. 14. 



KKt.P. one square. 

KKt. to B. third. 

Q. to KKt. third. 

K.Kt. to R. fourth. 

K.Kt. checks. 

KB. takes P.+ 

Q. to KR. fourth, and 



In the second placej 
8. Q.Kt. to B. third. 8. KR.P, one square. 



9. Q.Kt. to Q. fifth. 

10. KB. to K second. 

11. K.P. one square. 

12. KB. to Q. third. 



9. K. to Q. square. 

10. Q. to KKt. third. 

11. Q.B.P. one square. 

12. Q.B. to KB. fourth, and 
has a very good game. This position is the same as that 
in the Tenth Game, Second Defence, page 440. 

F F 
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EIGHTH GAME. 

1. K, P. two squares. 1. K. P, two sqtuires. 

2. JT. B, P. two squares. 2. K. P. takes P. 

3. K,B. to Q.B. fourth. 3. Q. cAec^j?. 

4. JT. <o JST. 5. square. 4. JST. Xif . P. two squares. 

5. If you play Q.Kt. to B. third, he will move K.B. to 

K. Kt. second. If 

JT. Kt. to K. B. third. 5. Q. to K. E. fourth, 

6. K.B. P. two squares. 6. K.B. to KKt second. 

7. K.B. to K. second. 7. K.Kt.P. one square. 

8. If you play Kt. to K. R. second, he will advance P. to 

K. B. sixth, and afterwards take K.B.P., having a very 
fine game. But if 
K.Kt. to K. square. 8. K.Kt. to B. third. 

FIRST ATTACK. 

9. K.P. one square. 9. K.Kt. to K. fifth. 

10. KB. takes P. 10. K.Kt. to its sixth.+ 

11. K. to Kt. square. 11. Q. takes K.P. 

12. K.R. to its third. 12. K.R.P. two squares- 

13. K.B. to its third. 13. Q. P. two squares, winning 

K. R., for if you play it to its second square, he wiU 
give checkmate with the Queen. 

SECOND ATTACK. 

9. Q.Kt. to Q.B. third. 9. Q. to K.Kt. third. 

10. Q.P. one square. 10. K.Kt. to K.R. fourth. 

11. Q.Kt. to Q. fifth. 11. K.Kt. Checks. 

12. K. to Kt. square. 12. K.B. checks. 

13. K. to R. second. 13. Kt. takes B., and wins. 

If White, on the ninth move, had played Q.P. one 
square, the proper move for the Black would have been 
K.B. to R. third. 
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NINTH GAME. 

1. jr. P. two squares. 1. K,P. two squares. 

2. K.B.P. two squares. 2. K.P. takes P. 

3. K. B. to Q.B. fourth. 3. Q. checks. 

4. K. to K. B. square. 4, K. Kt. P. two squares. 
6. Q. to KB. third, 

FIRST DEFENCE. 

5. Q.P. one square. 

6. K.Kt.P. one square. 6. If he take P. with P., you 

should retake with E.R.P., and afterwards take «. 

K.B.P. with Q. But suppose, 

In the first place, 

Q. to K.R. third. 

7. K.Kt.P. takes P. 7, K.KtP. takes P. 

8. Q.P. two squares. 8. Q.Kt, to Q.B. third. 

9. Q.B.P. one square, and jou will afterwards take P. 

with Q. B., having the best of the game. 

In the second pla^e^ 

6, Q. to K.Kt. fifth. 

7. Q. takes Q. (A.) 7. Q.B. takes Q. 

8. P. takes P. 8. P. takes P. 

9. Q.P, two squares. 9. If he play P. to KB. 

sixth, you should play K. to B. second. But if 

KB. to KR. third. 

10. Q.Kt. to Q.B. third. 10. Q.B.P. one square, 

11. KKt. to K. second. 11. P. to KB. sixth. 

12. KKt. to its third, and afterwards playing K to KB. 

second, and K R. P. one square, will win the Gambit 
Pawn, 

F r 2 
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(A.) 

7. Q.P. two squares. 7. Q. takes Q. 

8. K.Kt. takes Q. 8. If he play KKt.P. one 

square, jou should play K. Kt. to its fifth. K he take 
P. with P., you should take KKt.P. with K.Kt. 
But if 









KB. to KR. third. 


9. 


P. takes P. 


9. 


P. takes P. 


10. 


Q.Kt. to Q.B. third. 


10. 


Q.B. checks. 


11. 


K. to K.B. second. 


11. 


KKt. to K second. 


12. 


Q.Kt. to K. second. 


12. 


KKt. to its third. 



13. KKt. to K square, and playing afterwards KKt. to Q. 
third, recovers the Pawn, with a good position. 

SECOND DEFENCE. 

5. KKt. to KB. third. 

6. KKt P. one square. 6. Q. to KKt. fifth. 

7. KP. one square. 7. If he take KKt. P. with 

P., you take KB. P. with KB. But if 

Q. takes Q. 

8. KKt. takes Q. 8. KKt. to K fifth. 

9. Q. P. one square, and will recover the Pawn, and have a 

better game than the Black. 



Q.Kt. to Q.B. third. 
KR. third. 



In the first place, 

7. P. takes P. 

8. Q.P. one square. 8. If he play Q.Kt. to Q. 

fifth, see the First Variation. But if 

Q.Kt. to K fourth. 

9. Q.B. takes P. 9. Q.Kt. takes Q. 

10. Q.B. takes Q. 10. KB. takes B. 

11. KKt. takes Kt., and has the best position. 









THIRD 


DEFENCE. 

5. Q. 


6. 


KKt P. one 


square. 


6. Q. 


7. 


P. 


takes P. 
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In the second place, 

7. Q.Kt. to Q. fifth. 

8. Q. to Q. third. 8. K.B. to Q.B. fourth. 

9. Q.B.P. one square. 9. Q.Kt. to K. third. 

10. P. to KB. fifth. 10. Q.Kt. to K.B. fifth. 

11. It would not be good play to take K.B.P., checking, see 

the Second Variation ; therefore, 
Q. to K.B. third. 11. Q.P. one square. 

12. Q.P. two squares, having an excellent game. 



FIRST VARIATION, 

BEGINNING AT THE EIGHTH MOVE OF THE BLACK. 

mBttte. Wool 

1. K.P. two squares. 1. K.P. two squares. 

2. K. B. P. two squares. 2. JT. P. takes P. 

3. K.B. to Q.B. fourth. 3. Q. ch£cks. 

4. K. to K. B. square. 4. K. Kt P. two squares. 

5. Q. to K.B. third. 5. Q,Kt. to Q.B. third. 

6. K.Kt.P. one square. 6. Q. to K.R. third. 

7. P. takes P. 7. P. takes P. 

8. Q.P. one square. 8. Q.Kt. to Q. fifth. 

9. Q. to K.B. second. 9. K.B. to Q.B. fourth. 

10. Q.B.P. one square. 10. Q.Kt. to Q.Kt. sixth. 

11. Q.P. one square. 

In the first pkice, 

11. KB. takes P. 

12. P. takes KB. 12. Kt. takes Q.R. 

13. Q.B. takes P. 13. Q. to Q.B. third. 

14. Q.Kt. to Q. second. 14. Q.Kt. to Q.B. seventh. 

15. KKt. to KB. third. 15. Q.P. one square. 

16. K.Kt. to its fifth, and though you have lost the exchange 

and a Pawn, yet I prefer your game on account of 
your strong attack. Instead of playing on the ninth 
move Q. to K. B. second, Cozio recommends Q. to Q. 
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square, and afterwards Q.B.P. one square, but Mr. 
Jaenisch shows that the second player will then have 
the best of the game. 

In the second place, 

11. Q.Kt. takes Q.B. 

12. Q.P. takes KB. 12. Q.P. one square. 

13. Q.B. takes P. 13. Q. to K.Kt. third. ' 

14. P. takes Q.P. 14. P. t«kes P. 

15. Q.Kt. to Q. second. 15. Q.B. to K. third. 

16. KKt. to KB. third, and you have the best of the 

game. 



SECOND VARIATION, 

BEGINNING AT THE ELEVENTH MOVE OF THE WHITE. 

1. jr. P. two squares. 1. K,P, two squares, 

2. K. B. P. two squares. 2. K. P. takes P. 

3. K.B. to Q.B. fourth. 3. Q. checks. / 

4. K. to K. B. square. 4. JST. Kt. P. two squares. 

5. Q. to K.B. third. 5. Q.Kt to Q.B. third. 

6. K. Kt, P. one square. 6. Q. to K. R. third. 

7. Cl.Kt.to Q. fifth. 

8. KB. to Q.B. fourth. 

9. Q.Kt. to K. third. 

10. Q.Kt.toK.B.fifth. 

11. K to KB. square. 

12. Q. to KB. fourth. 12. KB. takes KKt. 

In the first place, 

13. KR. takes KB. 13. Q. to KB. sixth."*- 

14. K to K. square. 14. Kt. to Q. sixth.+ 

15. K to Q. square. 15. Kt. to K fourth, and wiU 

afterwards win KB. 



7. 


P. takes P. 


8. 


Q. to Q. third. 


9. 


Q. B. P. one square. 


10. 


P. to K.B. fifth. 


11. 


KB. takes KB.P.+ 
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In the second place, 

13. KB. takes Kt. 13. Q. to K.R. Bixth.+ 

14. K. to K. square. 14. Kt. to Q. sixth.+ 

15. If you play K. to K. second, lie will check with Q. at 

K. Kt. seventh, and afterwards take K. B. and K. B. ; 
therefore, 

K. to Q. square. 15. Q. to K.B. sixth.+ 

16. K. to Q.B. second. 16. Kt. to K. eightli.+ 

17. K. to Q.Kt. third. 17. Q. to Q. eighth.+ 

18. K. to Q.Kt. fourth. 18. Kt. to Q.B. seventh.+ 

19. K. to Q.R. fourth. 19. Kt. takes Q.B.+ 

20. Q.Kt.P. one square. 20. K.R. takes K.B., and 

wins easily. 



TENTH GAME. 

1. K.P, two squares, 1. JST.P. two squares. 

2. K.B. P. two squares. 2. K.P. takes P. 

3. K.B. to Q.B. fourth. 3. Q. checks. 

4. jr. to KB. square. 4. K.Kt.P. two squares. 

5. Q.Kt. to Q.B. third. 

FIRST DEFENCE. 

5. Q.B. P. one square. 

6. K. Kt. to K. B. third. Instead of this move Mr. Jaenisch 

directs the WMte to play Q. to KB. third, seethe 
Eleventh Game. 

6. Q. to K.R. fourth. 

7. K.R.P. two squares. 7. K.R.P. one square. 

8. Q.P. two squares. 8, Q:P. one square. 

9. K to KKt. square. 
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In the first place, 

9. Q,B, to K.Kt. fifth- 

10. P- takes KKt.R 10. Q.B. takes Kt. 

11. K.R. takes Q. 11. Q.B. takes Q. 

12. Q.Kt. takes B., and has the best position. 

In the second placey 

9. K.Kt.P. one square. 

10. K.Kt. to K square. 10. P. to KB. sixth. 

11. K.Kt.P. takes P. 11. P. takes P. 

12. Q. takes P. 12. Q. to K.Kt. third.+ 

13. K.Et. to its second. 13. If he plaj Q.B. to E.Et. 

fifth, you should take KB. P. with K.B., &c. 

There is not much diflference in the Game ; White has 
recovered the Pawn^ but his King is not in a good 
position. 

SECOND DEFENCE. 

5. KB. to KEt. second. 

6. Q.P. two squares. 6. Q.P. one square. 

In the first place, 

7. KKt. to KB. third. 7. Q. to KR. fourth. 

8. KR.P. two squares. 8. KR.P. one square. 

9. Q.Kt. to Q. fifth. 9. K to Q. square. 

10. KB. to K second. 10. Q. to KKt. third. 

11. KP. one square. 11. Q.B.P. one square. 

12. KB. to Q. third. 12. Q.B. to KB. fourth. 

13. Q.Kt. to Q.B. third. 13. Q.P. one square, and has 

the best of the game. 

In the second place, 

7. KB. to K second. 7. Q. to KR. third. 

8. KR.P. two squares. 8. KB. P. one square. 

9. KKt. to KB. third. 9. Q.B. to KKt fifth. 
10. K to KB. second. 10. Q. to KKt third. 



r 
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11. K.R.P. takes P. 11. KB. P. takes P. 

12. K.P. one square. 12. K.R.P. one square. 

13. Q.Kt to Q. fifth. 13. K. to Q. square. 

14. Q.B. to Q. second. 14. Q.Kt. to Q. second. 

15. Q.B. to its third. 15. Q.B.P. one square. 

16. Q.Kt. to its fourth. 16. Q.P. one square, and has 

a good game, besides a Pawn more. 



ELEVENTH GAME. 

WiiiU, Vlorft. 

1. K.P, two squares. 1. K.P, two squares. 

2. K. B. P. two squares. 2. K. P. takes P. 

3. K.B. to Q, B, fourth. 3. Q. checks. 

4. K. to K. B. square. 4. K. Kt. P. two squares. 

6. Q.Kt. to Q.B. third. 5. The best move is K.B. to 

K. Kt. second, see the Variation. But suppose he plays 

FIRST DEFENCE. 

Q. B. P. one sqtuire. 

6. Q. to K.B. third. 

In the first placCy 

6. KEt to K. second. 

7. KKt.P. one square. 7. Q. to K.R. third. 

8. K.Kt.P. takes P. 8. P. takes P. 

9. Q.P. two squares. 9. K.Kt. to its third. 

10. Q.Kt. to K. second. 10. K.B. to KKt. second. 

11. QpB.P. one square, and will afterwards take the Pawn at 

K.B. fourth. 

In the second place, 

6. E.B. to KEt. second. 

7. E.Et.P. one square. 7. Q, to E.R. third. 

8. P. takes P. 8. P. takes P. 

9. Q.Et to E. second, and recovers the Pawn. 



1 
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In tlie third place, 

6. K.B. to Q. third. 

7. KKtP. one square. 7. Q. to K.R. third. 

8. P. takes P. 8. KB. takes P. 

9. Q.Kt. to K. second. 9. K.Kt. to K. second. 

10. Q.Kt. takes K.B. 10. P. takes Q.Kt. 

11. Q.P. two squares, and afterwards plays K.Kt. to K. 

second, recovering the Pawn. 

In tJie fourth place, 

6. Q.P. one square. 

7. K.Kt.P. one square. 7. Q. to K.Kt. fifth. 

8. Q.P. one square. 8. Q. takes Q. 

9. KKt. takes Q. 9. KB. to KB. third. 

10. P. takes P. 10. P. takes P. 

11. Q.Kt. to K second, and then takes P. 

SECOND DEFENCE. 

5. KKt. to K second. 

6. Q. to KB. third. 

In the Jirst place, 

6. Q.P. one square. 

7. KKt. P. one square. 7. If he play Q. to KR. 

third, you exchange Pawns, apd then play Q. P. one 
square, and you will easily recover the Pawn. But if 

Q. to KKt fifth. 

8. Q>P* one square. 8. Q. takes Q. 

9. KKt. takes Q. 9. KB. to KR. third. 

10. P. takes P. 10. P. takes P. 

11. KKt. to KR. fourth, and afterwards Q.Kt to Q. fifth, 

or K. second, will soon win the Gambit Pawn. 

In the second place, 

6. Q.Kt. to Q.B. third. 

7. KKtP. one square. 7. Q. to KR. tiiird. 

8. P. takes P. 8. P. takes P. 
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9. Q.P. one square. 9. KKt. to its third. 

10. KKt. to K. second. 10. If he play Q.Kt to K. 

fourth, you take P. with Q.B. But if 
K.B. to Q. third. 

11. Q.P. one square. 11. K.B.P. one square. 

12. Q.Kt. to Q. fifth. 12. K.R. to K.B. square. 

13. Q.B.P. one square, and will afterwards take the Gambit 

Pawn. 

VARIATION, 

BEOINNINO AT TBE FIFTH MOVE OF THE BLACK. 

1. K.P. two squares. 1. K.P. two squares. 

2. K.B. P. two squares. 2. P. takes P. 

3. K.B. to Q.B. fourth. 3. Q. checks. 

4. K. to K.B. square. 4. K.Kt.P. two squares. 

5. Q.Kt. to Q.B. third. 5. K.B. to K.Kt. second. 

FIRST ATTACK, 

6. K.Kt. to K.B. third. 6. Q. to K.R. fourth. 

7. K.R.P. two squares. 7. K.R.P. one square. 

8. Q.P. two squares. 8. Q.P. one square. 

9. K.P. one square. 9. Q.P. takes P. 

10. Q.Kt. to Q. fifth. 10. K. to Q. square. 

11. Q.P. takes P. 11. Q.B. to Q. second. 

12. K. to KKt. square. 12. Q. to KKt. third. 

13. KR.P. takes P. 13. K.R.P. takes P. 

14. KB. takes R. 14. KB. takes R 

15. You would have a strong attack by taking K.Kt.P. with 

K Kt., and afterwards the Grambit Pawn with Q. B. ; this 
ingenious attack was suggested to Mr. Jaenisch by Mr. 
Petroff; the former shows, however, that it is not 
sound. Suppose you play 
Q. to K square. 15. K h& play Q.Kt. to B. 

third, you take P. with Q. B., in order to cheek with 
Q. at K.B. fourth. He ought to play 
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KB. to KKt second. 
16. Q. to Q.Kt. fourth. 16. Q.Kt.P. one square. 

The game is in favour of the Black. 

second attack. 

6. Q. to KB. third. 6. KKt. to KB. third. 

7. KKt.P. one square. 7. P. takes P. 

8. KR.P. takes P. 8. Q. to KKt fifth. 

9. Q>P. one square. 9. KR.P. one square. 

10. KP. one square. 10. Q. takes Q.+ 

11. KEt. takes Q. 11. KEt. to its fifth. 

12. Q.Kt. to Q. fifth. 12. K to Q. square. 

13. Q.P. one square. 13. KB. P. one square, and 

has the best of the game. 

THIKD ATTACK. 

6. KKt.P. one square. 6. P. takes K.Kt.P. 

7. E. to KEt second. 

In the first place, 

7. KB. takes Q.Et. 

8. KEt. to KB. third. 8. Q. to KR. third. 

9. KR.P. takes P. 9. Q. to KEt. second. 

10. Q.P. takes KB. 10. E.R.P. one square. 

11. Q. to Q. fourth. 11. E.B.P. one square. 

12. Q.B. to K third. 12. Q.Et. to Q.B. third, and 

has a good position, with a Pawn more. 

In the second place, 

7. Q.P. one square. 

8. KR.P. takes P. 8. Q. to KEt. fifth. 

9. Q. to KB. square. 9. Q. to Q. second. 

10. KEt. to KB. third. 10. KR.P. one square. 

11. Q. to KB. second. 11. Q.B.P. one square. 

12. Q.P. two squares. 12. Q. to Q.B. second. 

13. Q.B. to Q. second. 13. Q.B. to K third, and has 

the best of the game. 



LOPEZ GAMBIT. 



This peculiar Gambit was first noticed by Buy Lopez^ 
in his scarce and valuable Treatise, published in 1561. 
The beginning is like the ordinary King's Bishop's Game ; 
but, after a few moves, the first player sacrifices the King's 
Bishop's Pawn, as in the King's Gambit. It is considered 
a safe opening for the first player, as the Gambit Pawn 
cannot be defended without loss. 



FIKST GAME. 

1. K.P. two squares. 1. K.P. two squares. 

2. KB. to Q.B. fourth. 2. KB. to Q.B. fourth. 

3. Q. to K. second. 3. If he play Q.B.P. one 

square, you may take K.B.P., checking, in order 
afterwards to play Q. to Q.B. fourth. But if 

Q.P. one square. 

4. KB. P. two squares. 4. The best move is KKt. 

to K.B. third, see the Third Game. But suppose 

KB. takes KKt. 
6. KR. takes KB. 5. K.P. takes P- ; he might 

also have played K.Kt. to K.B. third, see the Second 
Game. 
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6. Q.P* two squares; this moye is said by Mr. Jaenisch 

to cause the loss of the game, bj enabling Black to 
defend the Pawn he has gained : it appears to me that 
the assertion is incorrect. Mr. J. suggests playing this 
Pawn one square only, (see the Second Variation,) 
which is doubtless also a good move, and previously 
noticed by Cozio. 

6. Q. to K.R. fifth+; in the 
First Variation he plays K.Kt.P. two squares, as 
recommended by Mr. Jaenisch. 

7. K.Kt.P. one square. 7. P. takes P. 

8. K.R. takes P. 

FIRST DEFENCE. 

8. KKt. to KB. third. 

9. Q.B. to KKt. fifth. 9. Q. to KR. fourth. 

10. Q. to KKt. second. 10. If he move KKt. to Q. 

second, or to its own square, you may play K. B. to K 
second, and afterwards remove Q. B., attacking Q. with 
KR. But suppose 

KKt. to its fifth. 

11. Q.B. to Q. second. 11, KKt. takes KR.P. 

12. KB. to K second, and wins KKt. ; for if he play Q. 

to KR. fifth, you play Q.B. to K Kt. fifth. 

SECOND DEFENCE. 

8. KB. P. one square. 
9, Q. to KB. second. 9. If he take KP. he wiU 

lose the Queen. But if 

KKt. to K second. 

10. KR. takes KKt. P. 10. Q. takes KP + 

11. Q.B. to K third. 11. Q.P. one square. 

12. Q.Kt to Q.B. third. 12. The best move is to play 

Q. to K. third. But suppose 

Q. to KR. eighth.+ 
]^3« K to Q. second. 13. Q. takes Q.R. 

14. Q. takes KB. P. 14. Q-Kt to Q.B. third. 

15. Q.B. to KKt. fifth, and wins easily. 
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THIRD DEFENCE. 



8. K. R.P. one square. 
9. Q. to KB. second. 9. KKt. to K.B. third. 

10. Q.Kt. to Q.B. third ; jon might also take K.B.P. with 

KB. 

10. J£ he move Q.B. to K 
third, 70U advance Q.P., and then take KKt. P. If 
he play KR. to KKt. square, 70U take KB. P., 
checking. But if 

KKt. P. one square. 

11. Q.B. to KKt. fifth. 11. P. takes Q.B. 

12. Q. takes KKt. 12. Q. takes K.R.P. 

13. Q. takes KB.P.+ 13. K to Q. square. 

14. K castles, and wins easily. 

FIB8T VARIATION, 

BEOINNING AT THE SIXTH MOVE OF THE BLACK. 

1. K,P. two squares. 1. JT. P. two sqtmres, 

2. K.B. to Q.B. fourth. • 2. K.B. to Q.B. fourth. 

3. Q. to K. second. 3. Q.P. one square. 

4. K.B. P. two squares. 4. K.B. takes Kt. 

5. KM. takes B. 6. K.P. takes P. 

6. Q. P. two squares. 6. K. Kt. P. two squares. 

7. KR.P. two squares ; in the Third Variation you play 

KKt. P. one square. 

7. KR.P. one square. 

8. Q. to KR. fifth. 8. Q. to K second. 

9. P. takes KKt. P. 9. Q. takes KP.+ 

10. K to KB. square. 

FIBST DEFENCE. 

10. Q. takes Q.P. 

11. Q. takes KB.P.+ 11. K to Q. square. 

12. Q.Kt. to Q.B. third. 12. KKt to K second. 

13. P. takes KR^P., and has the best of the game. 



^ 
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SECOND 


DEFENCE. 

10. Q. to K.R.* second. 


11. 


P. takes K.R.P. 


11. KKt. takes P. 


12. 


Q.B. takes P. 


12. Q.Kt. to Q.B. third. 


13. 


Q.B.P. one square. 


13. Q.B. to KKt. fifth. 


14. 


Q. tekes K.Kt. 


14. Q. takes Q. 


15. 


Q.B. takes Q. 


15. K.R. takes Q.B. 


16. 


Q.Kt. to Q. second. 


16. K.R. to KB. third.+ 


17. 


Q.Kt to K.B. third. 


17. K castles. 



18. K to KB. second, and the game is equal. 



SECOND VARIATION, 



BEGINNINO AT THE SIXTH HOVE OF THE WHITE. 



1. K.P, two squares, 1. 

2. K. B. to Q. B. fourth. 2. 

3. Q. to K. second. . 3. 

4. K. B. P. two squares. 4. 
6. K.R. takes K.B. 5. 
6. Q.P. one square. 



K. P. two squares. 
K.B. to Q.B. fourth. 
Q. P. one square. 
K.B. takes K.Kt. 
P. takes P. 



FIBST DEFENCE. 



7. Q. to KR. fifth. 

8. KKt. P. one square, 

9. KR. takes P. 
10. KR. to KB 

game. 



6. KKt. P. two squares. 

7. Q. to KB. third. 

8. P. takes P. 

9. KR.P. one square, 
third, and has evidently the best of the 



SECOND DEFENCE. 



7. KKt. p. one square. 



6. Q. checks. 

7. P. takes P, 
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8. KR. takes P. 8. If he play K.Kt.P. one 

square, or K. Kt. to K. B. third, you play Q. B. to K. Kt 
fifth. But if 

K.R.P. one square. 

9. Q. to K.B. second, and recovers the Pawn, with the best 

position. 



TJSIRD VARIATION, 

BEGINNING AT THE SEVENTH MOVE OP THE WHITE. 

1. K.P. two squares. 1. JT.P. two squares. 

2. K.B. to Q.B. fourth. 2. K.B. to Q.B. fourth. 

3. Q. to K. second. 3. Q. P. one square. 

4. KB. P. two squares. 4. K.B. takes K.Kt. ' 

5. K.B. takes K.B. 5. K.P. takes P. 

6. Q.P^ two squares. 6. K.Kt.P. two squares. 

7. K.Kt. P. one square. 7. P. takes KKt.P. 

8. Q, to K.R. fifth; instead of this move Mr. Jaenisch 

directs the White to take P. with K.R., which gives 
Black the opportunity of advancing K.Kt.P., and pre- 
venting the attack of the Queen. 

8. If he play Q. to K.B. 
third, or to Q. second, you take P. with K. R. But if 

Q. to K. second. 

9. KR. takes P. 

FIBST DEFENCE. 

9. P. to K.Kt. fifth. 

10. Q.B. to K.Kt. fifth. 10. If he take K.P. he wiU 

lose the Queen. If he play Q. to Q. second, you will 
take K. Kt. P. with K. R. ; therefore 

In the first place j 

K.Kt. to KB. third. 

11. Q. to K.R. fourth. 11. Q.Kt. to Q. second. 

12. K.R. takes K.Kt.P., and has the best of the game. 

G G 
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In the second place, 

10. Q. to KB. square. 

11. K.R.P. one square. 11. P. takes KR.P. 

12. KR. to KB. third. 12. P. to KR. seventh. 

13. KR. takes KB. P., and will win. 

SECOND DEFENCE. 

9. KKt to KB. third. 
10. Q. to K second. 10. If he play KKt.P. one 

square, you move Q.B. to KKt. fifth, threatening to 
advance K. P. But if 









KKt takes KP- 


11. 


E.R. to K third. 


11. 


KB. P. two squares. 


12. 


Q.Kt. to Q.B. third. 


12. 


Q.Kt, to Q.B. third. 


13. 


Q.Kt. takes KKt. 


13. 


Q.Kt. takes Q.P. 


14. 


Q.Kt. to KB. sixth.+ 


14. 


K to Q. square. 


16. 


KR. takes Q. 


15. 


Q.Kt takes Q. 



16. KR. takes Kt. and will win. 

Since writing the foregoing I observe that Mr. Jaenisch, 
in vol. ii. page 269, acknowledges he was wrong in stating 
that White would lose by playing Q. P. two squares on the 
sixth move, instead of moving it one square only, for in 
both cases, by sacrificing K.B., the White will have an 
irresistible attack ; I agree with him in this assertion, and 
preferring this mode of play to that given above, I subjoin 
the moves in the following Variation. 



FOURTH VARIATION, 

' BEGINNING AT THE EIGHTH MOVE OF THE THIRD VARIATION. 

1. JT.P. two squares. 1. JT.P. two squares » 

2. K.B. to Q.B. fourth. 2. K.B. to Q.B. fourth. 

3. .Q. to K. second. 3. Q.P. one square. 



LOPEZ GAMBIT. 451 

4. K, B. P. two squares. 4. K, B. takes Kt* 

5. K. B. takes K. B. 5. K. P. takes P. 

6. Q. P, two sqtuzres. 6. K.Kt, P. two squares, 

7. X. Kt. P. one square. 7. P. takes K. Kt. P. 

8. KB. takes KB. P.+ 8. If he play K to KB. 

square, you may take P. with K.R., or play K.R. to 
K B. square, having clearly the best of the game. But if 

K takes KB. 

9. Q. to KR. fifth.+ 

FIKST DEFENCE. 

9. K to KEt. second. 
10. Q.B. takesP. 10. K he take KR.P. you 

checkmate in four moved. If he play K.Kt. to K. 
second, or to KB. third, you check withQ.B. at KR. 
sixth. But if 







Q. to Q. second. 


11. 


KR. takes P. 


11. K to KB, square. 


12. 


KR. toKB. third.+ 


12. K to Kt. second. 


13. 


Q.B. toKR. sixth.+ 


la. KKt. takes B. 


14. 


Q. checkmates. 






SECOND 


DEFENCE. 



9. K to KB. square. 
10. Q. B. takes P. 10. If he play Q. to K square, 

or to Q. second, you win by checking with K.R. If he 
play KKt. to K second, you check with Q.B. at 1S.R. 
sixth. Finfdly, if he play KKt. to K.B. third, you 
take it with Q. B., and he cannot retake without losing 
the Queem 

THIRD DEFENCE. 

9. K to K second. * 

10. Q.B. takes P.+ 10. KKt. to KB. third. 

11. Q.B. takes Kt.+ 11. K takes Q.B. 

12. KR. to KB. square.+ 12. K to Kt. second. 

13. Q. to KB. seventh.+ 13. K to KR. third 

14. KR. to K.B. sixth, checks, and wins the Queen. 

G G 2 
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FOURTH DEFENCE. 

9. K to K. third. 

10. Q.B. takes P. 10. If he play Q. to KB. 

square, you check with Pawn, and win easily. If he 
move Q. to her second, you play Q. Kt. to Q. B. third, 
winning very easily ; therefore 

In the first places 

KKt to KB. third. 

11. Q. to KR. fourth. 11. KR. to KB. square. 

12. KR. takes P., and afterwards plays KR. to KB. third, 

will win without difficulty. 

In the second pUice, 










10. 


K.Kt. to K second. 


11. 


Q. to KKt. fourth.+ 


11. 


K to B. second. 


12. 


KR. to KB. square.+ 


12. 


K to K square. 


13. 


Q. to KR. fifth.+ 


13, 


K, to Q. second. 


14. 


Q.B. takes KKt. 


14. 


Q. to K. square. 



15. KR. to KB. seventh, and will win. 



SECOND GAME. 

Vlaclt. 

1. K,P, two squares. 

2. K.B. to (I. B. fourth. 

3. Q. P, one square. 

4. K.B. takes Kt. 

5. KKt. to KB. third. 

6. If he play Q.B. to KKt. 
fifth, you move Q. to K B. second, and if he castle, or 
play Q. Kt. to Q. B. third, you advance K. B. P., threaten- 
ing to win Q. B. by playing K. R. P. and K. Kt. P. But if 

Q. to K. second. 
7. Q.Kt. to Q.B. third. 





mHiit. 


1. 


JT. P. two squares. 


2. 


K.B. to Q.B. fourth. 


3. 


Q. to K. second. 


4. 


K. B. P. two squares. 


5. 


K.B. takes K.B. 


6. 


Q.P. one square. 
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FIRST DEFENCE. 

7. Q.Kt. to Q.B. third. 

8. Q.B. to K. third. 8. P. takes KB. P. 

9. Q.B. takes P. 9. Q.Kt. to Q. fifth. 
10. Q. to K.B. second. 10, Q.Kt. to K. third. 

ll« K.Kt.P. two squares, and the position is in favour of 
the White. 





secon: 


D defence. 






7. Q.B. to K third. 


8. 


KB. takes B. 


8. Q. takes B. 


9. 


KB. P. one square. 


9. Q. to K. second. 


10. 


Q.B. to KKt. fifth. 


10. Q.B.P. one square. 


11. 


K castles. 


11. Q.Kt. to Q. second. 


12. 


Q. to KB. second. 


12. If he castle with K R. 



you 

should advance K.Kt.P. two squares, and afterwards 
K. R. P. two squares. But if he play Q. Kt. to its third, 
in order to castle with Q. R., you move Q. R P. two 
squares, having the best of the game. 



THIRD GAME. 



1. K.P, two squares, 

2. K.B. to Q.B. fourth. 

3. Q. to K. second. 

4. K. B. P. two squares. 



5. 
6. 
7. 
8. 
9. 
10. 



1. K.P. two squares. 

2. KB. to Q.B. fourth. 

3. Q.P. one square. 

4. KKt. to KB. third. 



In the first places 



Q.P. one square. 
K.Kt. to KB. third. 
P. takes KP. 
Q.B. to K third. 
Q.Kt. to Q. second. 
K castles with KR. 



5. Q.B. to KKt. fifth. 

6. Q. to K. second. 

7. Q.P. takes P. 

8. Q.Kt. to Q. second. 

9. K castles with KR. 



The game is about equal. 



454 LOPEZ GAMBIT. 

In the second place, 

5. E.Et to KB. third. 6. Q. to K. second. 

6. Q.P. one square. 6. Q.B.'to KKt. fifth. 

7. K.B.P. takes P. 7. Q.P. takes P. 

8. Q.B. to KKt fifth. 8. Q.Kt. to Q. second. 

9. Q.Et to Q. second. 9. K castles with Q.R. 
10. K castles with Q.R., and the position is equal. 



FOUETH GAME. 

milltte. Hilatk. 

1. JT.P. two squares. 1. JT.P. two squares. 

2. K.B. to Q.B. fourth. 2. K.B. to Q.B. fourth. 

3. Q. to K. second. 3. Q. P. one square. 

4. Q.B.P. one square. 4. KKt. to KB. third. 

5. KB. P. two squares. 5. If he take KB. P., or play 

Q.B. to KKt. fifth, you should play KKt. to KB. 
third. But if 

KB. takes KKt. 

6. KR. takes KB. 6. KP. takes P. 

7. Q. P. one square ; you might also play this Pawn two 

squares. 

7. K. Kt. P. two squares ; this 
is not a good move^ as the Gambit Pawn cannot be 
defended as in the ordinary Gambit ; he ought to have 
castled, or moved Q, Kt 

8. KKt P. one square. 8. P. takes KKt P. 

9. Q.B. takes P. 9. P. takes KR.P. 

10. Q. takes P. 

FIRST DEFENCE. 

10. KR. to KKt square. 

11. KP. one square. 11. Q.P. takes P. 

12. Q. takes P.+ 12. If he play K to KB. 

square, you would check with Q. B. If he play K. to 
Q. second, you ought to take K. B. P. with K. B. But if 
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Q.B. to K third. 


13. 


K.B. takes B. 


13. Q. to E. second. 


H- 


K.B. takes K.B.P.+ 


14. K. takes E.B. 


15. 


Q. takes Q.+ 


15. K. takes Q. 


1«. 


Q.B. takes Kt + 


16. K. to B. second. 


17. 


KB. takes R. 


17. K. takes R. 
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White ought to win. 

SECOND DEFENCE. 

10. Q.Kt. to Q. second. 

11. E.B. to KB. square. 11. K.R. to E.Et. square. 

12. Q. takes E.R.F. 12. E.Et. tak^s Q. 

13. K.B. takes E.B.P.+ 13. E. to E.B. aquare. 

14. Q.B. takes Q., and has evidently the best of the game. 



FIFTH GAME. 

1. K.P. two squares. 1. JT.P. two squares. 

2. K.B. to Q.B, fourth. 2. K.B. to Q.B. fourth. 

3. Q. to K. second. 3. Q.Et. to Q.B. third; this 

move is given in the " Palamede'' ifbr June, 1842, and 
supposed by Mr. Jaenisch, vol. i. page 144, to be origi- 
nal ; it is, however, to be found in Lopez. 

FIBST ATTACK. 

4. E.B. takes E.B.P.+ 4. E. takes E.B. 

5. Q. to Q.B. fourth.+ 5. Q.P. two squares. 

6. If you take P. with Q.P. he will take E.B. P., checking, 

and afterwards play Q. Et. to Q. R. fourth. But if 
Q. takes E.B. 6. Q.P. takes P. 

7. Q. to Q.B. fourth.+ 7. Q.B. to E. third. 

8. Q. takes P. 8. E.Et. to E.B. third, and 

has the best position. 
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SECOND ATTACK. 

4. Q.B.P. one square. 4. Q.P. one square. 

5. K.B.P. two squares. 5. K.F. takes P.; instead of 

this move it would be better to plaj K.Kt. to E.B. 
third, 

6. KKt. to KB. third. 6. KKt.P. two squares. 

7. K.R.P. two squares. 7. K.Kt.P. one square. 

8. E.Et. to its fifth. 

In the first place, 

8. Q.Kt. to K. fiDurth. 

9. Q.P, two squares. 9. K.R.P. one square. 

10. KKt. takes KB.P* 10. Q.Kt. takes Kt. 

11. K.B. takes Kt.+ 11. K. takes KB. 

12. Q.P. takes KB., and will afterwards win the Grambit 

Pawn, and have the best of the game. 

In the second place, 

8. KKt to KR. third. 
9. Q.P. two squares. 9. KB. tp Q.Kt. third. 

10. Q.B. takes P. 10. KB. P. one square. 

11. You may play KKt. to K.R. third, in order, if he take 

it, to check with Q. at K. R. fifth ; or you may castle, 
haying in each case the best of the game. 



FIFTH OPENING; 



OB, THE 



QUEEN'S GAMBIT. 



FIFTH OPENING; 



QUEEN'S GAMBIT. 



The Queen's Grambit is neither so iuteresting nor so 
instructiye as the King's Grambit, but it is considered 
a safer game for the first player, as in all cases, with 
correct play, his position will be at the least equal to his 
adversary's: this arises chiefly from the second player 
not being able to defend the Gambit Pawn, as in the 
King's Gambit. 

In the first place, I shall suppose the Black to refuse 
the Gambit, and afterwards shall give the proper Attack 
and Defence. 



FIEST GAME. 

1. Q.P. two squares. 1. Q.P. two squares. 

2. Q.B.P. two squares. 2. K.P. one square ; this 

move is given by Mr. Jaenisch, vol. i. page 62 ; he 
states it to be the only good move, (le coup justey) and 
that it is disadvantageous to accept the Gambit ; if 
these assertions were correct, it would of course do 
away with the Opening of the Queen's Gambit ; but 
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as Mr. J. himself afterwards shows that the Pawn may 
be taken, and the position, after a few moves, be quite 
equal, the Queen's Gambit may still continue to be 
accepted without danger. 

Mr. J. observes, that the move of K. P. one square 
has never been recommended by any author ; in this he 
is mistaken, as it is given as a good move by Carrera, 
page 433, and by Stamma, see my Translation, page 130 ; 
the former adds only one move more on each side, the 
same as that given by Mr. J. ; Stamma extends the 
game to thirteen moves. Mr. J. continues the opening 
thus : 

3. Q.Kt. to Q.B. third. 3. K.Kt. to KB. third. 

4. K.P. one square. 4. Q.B. P. two squares. 

5. KKt. to KB. third. 5. Q.Kt to Q.B. third. 

The game is quite equal 



SECOND GAME. 
913a«tte. Vlacft, 

1. Q, P. two squares. 1. Q. P. two sqiuires. 

2. Q.B.P, two squares. 2. Q.B.P. one square ; it is 

better to play this Pawn two squares. 

3. Q.Kt. to Q.B- tliii'd. 3. KP. one square. 

4. KP. one square. 4. KB. to K second. 

5. Q.B.P. one square. 5. Q.Kt.P. one square. 

6. Q.Kt.P. two squares. 6. Q.R.P, two squares. 

7. Q.Kt. to Q.R. fourth. 7. Q.Kt. to Q. second. 

8. Q.Kt.P. one square. 

FIRST DEFENCE. 

8. Q.B.P. takes P. 



9. 


KB. takes P. 


9. 


Q.Kt.P. takes P. 


10. 


Q.Kt. takes P. 


10. 


KB. takes Q.Kt. 


U. 


P. takes KB. 


11. 


Q. to Q.B. second. 



12, Q.B. to Q.E. third, and has the best position. 
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SECOND DEFENCE. 

8. Q.Kt.P. takes P. 
9. Q.Kt.P. takes P. 9. Q.Kt. to its square. 

10. KB. to Q.Kt. fifth. 10. Q. to Q.B. second. 

11. Q.P. takes P. and has the best of the game. 



1. 
2. 
3. 



4. 

5. 

6. 

7. 

8. 

9. 
10. 
11. 



THIED GAME. 

Q. P. two squares. 1. Q. P. two squares. 

Q. B. P. two squares. 2. Q. B. P. one square, 

K.B.P. one square. 3. If he take P. with P. you 

play K.P. one square, and if he then play Q.Kt.P. two 
squares, you move Q. R. P. two squares, &c. But if 

K.Kt, to K.B, third. 
4. 
5. 
6. 
7. 
8. 



Q.Kt. to Q.B. third. 
K.P. one square. 
K.B. to Q. third. 
Q. takes Q.B. 
K.P. one square. 
P. takes KB. 
Q.B.P. takes Q.P. 
KP. one square. 



Q.B. to KB. fourth. 
KP. one square. 
Q.B. takes B. 
KB. to Q.Kt. fifth. 
KB. takes Kt.+ 
9. Q.Kt. to Q. second. 

10, Q.B.P. takesP. 

11. KKt. to KR. fourth. 



12. K.Kt. to K second, and has the best of the game. 



FOUETH GAME. 

91l(tte. ISlacie. 

1. Q.P. two squares. 1. Q.P. two squares. 

2. Q. B. P. two squares. 2. Q. B. P. two squares* 

3. Q.Kt. to Q.B. third; this is Salvio's move, who does 
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not recommend taking either Pawn, contrary to the 
opinion of Ponziani. 

3. K.P. one square. 

4. KKt. to KB. third. 4. Q.Kt to Q.B. third. 

FIRST ATTACK. 

5. E.P. one square. 5. K.Kt. to KB. third. 

6. Q.R.P. one square. 6. Q.R.P. two squares. 

7. Q. Kt P. one square. 7. Q. Kt P. one square. 

8. Q-B. to Q-^t. second. 8. KB. to K second. 

There is little difference in the game. 

SECOND ATTACK. 

5. Q.P. takes P. 5. If he take P. with Q.P., 

you should exchange Queens, and then play K P. two 
squares. But suppose 

Q.P. one square. 

6. Q.Kt. to Q.R. fourth. 6. KB. takes P. 

7. Q.Kt. takes KB. 7, Q. to Q.R. fourth, checks, 

and recovers the piece, with at least an equal game. 



FIFTH GAME. 

WiUtt. Vlacft. 

1. Q.P. two squares. 1. Q.P. two squares. 

2. Q.B. P. two squares. 2. Q.B. P. one square. 

3. Q.Kt. to Q.B. third. 3. Q.P. takes P. 

4. KP. two squares. 4. Q.Kt.P. two squares. 

5. Q.R.P. two squares. 



FIRST DEFENCE. 



5. Q. to Q.R. fourth. 

6. Q.B. to K third. 6. Q.Kt.P. one square. 

7. Q.Kt. to its square. 7. Q.Kt.P. one square.+ 
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8. Q-Kt. to Q-B. third. 8. Q-B. to Q.B. thircL 

9. K.Kt. to K.B. third, and will recover the Grambit Pawn 

in a few moves. 

SECOND DEFENCE. 

5. Q. to Q.Kt. third, 

6. Q.R.P. takes P. 6. Q.B.P. takes P. 

7. Q.Kt.P. one square. 7. If he take Q.Kt.P. he 

evidently loses the two Pawns. But if 

Q.B. to Q.B. third. 

8. Q-KtP. takes P. 8. P. takes P. 

9. Q. to Q.R. fourth.+ 9. K to Q. square. 

10. K.Kt. to K.B. third, and will easily recover the Pawn, 
with a better position. 



SIXTH GAME. 

1. Q. P. two squares, 1. Q. P. two squares. 

2. Q,B.P. two squares. 2. Q.B.P. two squares. 

3. Q.B.P. takes P. ; this is the proper move, according 

to Mr. Jaenisch ; he says it would be wrong to take 
Q.B.P., because Black, by advancing Q.P., will be 
able to support it, and afterwards win your doubled 
Pawn : Ponziani seems to have been of a different 
opinion, allowing, indeed, that the Q.P. may be taken, 
but stating that it is also good play to take Q.B.P. ; 
see his method of play in the next Game. 
3. Q- takes P. 

4. K.P. one square. 4. P. takes Q.P. 

5. Q.Et. to Q.B. third. 5. Q. to Q. square. 

6. E.P. takes P. 6. K.P. one square. 

7. K.Kt. to K.B. third. 

There is little difference In the game. 
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SEVENTH GAME. 

1. Q. P. two squares. 1. Q. P. two squares. 

2. Q.B. P. two squares. 2. Q.B. P. two squares. 

3. Q.P. takes Q.B.P. 

FIBST DEFENCE. 

3. Q.P. takes P. 

4. Q. to Q.R. fourth.+ 4. K he play Q.Kt. to Q. 

second, you should play P. to Q.B. sixth. But if 

Q.B. to Q. second. 

5. Q. takes Q.B.P., and has the best of the game. 

SECOND DEFENCE. 

3. Q. to Q.R. fourth.+ 

4. Q. to Q. second. 4, Q. takes Q. 

5. Q.Kt. takes Q. 5, Q.P. takes P. 

6. Q.Kt. takes P. 

In the first phicey 

6. Q.Kt. to Q. second. 

7. Q.Kt.P. two squares. 7. Q.R.P. two squares. 

8. Q.B. to Q.R. third. 8. P. takes P. 

9. Q.B. takes P. 9. Q.R. to its fifth. 

10. Q.R.P. one square. 10. Q.Kt. takes P. 

11. Q.Kt. to its sixth, and will win. 

In the second place, 

6. K.P. one square. 

7. Q.Kt. to K. sixth.+ 7. KB. takes Kt. 

8. P. takes K.B. 8. K.Kt. to KB. third. 

9. K.B.P. one square. 9. K castles. 

10. KP. two squares. 10. KP. one square. 

11. Q.Kt.P. one square. 11. KR. to Q. square. 

12. Q.B. to Q.R. third. 12. KKt. to K square. 

13. Q.R. to Q. square, and has the best of the game. 
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4. Q.Kt.P. two squares. 



5. 
6. 

7. 
8. 
9. 



K.Kt. to K.B 
K.P. one square 
Q. takes Q + 
Q.B. takes P. 
Q.Kt.P. one square. 

10. P. to Q.B. sixth. 

11. Q.R.P. two squares. 

with Q.R.P. 



THIRD 


DEFENCE. 




quares. 


3. 


Q.P. one 


J square. 


In the 


first place. 




third, 
•e. 


'4. 
5. 
6. 

7. 
8. 


K.P. two squares. 
KB. P. one square. 
Q,P. takes P. 
K. takes Q. 
Q.R. P. two squares, 



9. Q. Kt. to Q. second. 

10. Q.Kt.P. takes P. 

11. K he take P. you retake 
But if 

P. to Q.B. fourth. 
12. Q.Kt. to Q. second, and will afterwards play it oppor- 
tunely to Q.Kt. third, having the best of the game. 

In the second place, 

4. Q.R.P. two squares. 



5. 


Q.Kt.P. one square. 


5. K.P. two squares. 


6. 


Q.R.P. two squares. 


6. KB. takes P. 


7. 


Q.Kt. to Q. second. 


7. Q.B. to K third. 


8. 


Q.Kt. to its third. 


8. Q.Kt. to Q. second, 


9. 


Q.Kt. takes K.B. 


9. Q.Kt. takes Kt. 


0. 


K.P. one square, and the 


\ game is equal. 



EIGHTH GAME. 

ISIaclt. 

Q. P. two squares, 1. Q. P. two squares. 

Q.B.P. two squares, 2. Q.P. takes P. 

You may play K P. one or two squares ; the former is 
the better move, if your adversary be in the habit of 

H H 
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defending the Gambit, otherwise I prefer the latter. 
In this game I shall suppose jou' to play 
K.P. one square. 3. Q.Kt.P. two squares. 

4. Q.R.P. two squares. 

FIRST DEFENCE. 

4. p. takes P. 

5. K.B. takes P. 5. Q.B. to Q, second. 

6. Q. to K.B. third. 6. K.P. one square. 

7. Q. takes Q.R., and you have evidently the best of the 

game. If, on the sixth move, Black had played Q.B. 
to its third, you would have checkmated him in three 
moves. 

SECOND DEFENCE. 

4. Q.B.P. one square. 

5. Q.R.P. takes P. 5. Q.B.P. takes P. 

6. Q. to K.B. third, and wins a piece. 

THIRD DEFENCE. 

4. Q.B. to Q. second, or to 
Q.R. third. 

5. Q.R.P. takes P. 5. Q.B. takes P. 

6. You may take P. with K. B., in order afterwards to check 

with Q. at Q. R. fourth ; or you may play 
Q.Kt.P. one square. 6. Q. to Q. fourth, 

7. P. takes P. 7. Q.B. takes P. 

8. Q. to Q.R. fourth, checks, and afterwards takes Q.B. 

with Q. 



NINTH GAME. 

1. Q. P. two squares. 1. Q. P. two squares. 

2. Q.B.P. two squares. 2. Q.P. takes P. 

3. K,P. one square. 3. K.P. two squares. 
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FIRST ATTACK. 

4. KB. takes P. 4. K.P. takes P. 

5. K.P. takes P. 5. KB. to Q. third. 

6. Q.B. to K third, and the game is about equal. 

SECOND ATTACK. 

4. Q.P. takes P. 4. Q. takes Q.-*" 

5. K takes Q. 5. Q.Kt. to Q.B. third- 

In the first place^ 

6. KB. takes P. 6. Q.Kt. takes P. 

7. Q.Kt. to Q. second. 7. Q.Kt. takes KB. 

8. Q.Et. takes Kt. 8. Q.B. to K third, and 

afterwards castles, having a good game. 

In the second place^ 

6. KKt. to KB. third. 6. Q.B. to K third. 

7. Q.Kt. to Q. second. 7. K. castles. 

8. K to Q.B. second. 8. Q.Kt. to its fifth.+ 

9. K to Q.B. third- 9. Q.Kt. to Q. sixth. 

10. KB. tdkes Kt. 10. Q.R. takes KB.+ 

11. K to "Q-B. second. 

White's pieces are somewhat confined, but there is not 
much difference in the game. 



TENTH GAME. 

OailCte. Vlacic 

1. Q.P. two squares, 1. Q.P. tfvo squares, 

2. Q.B.P. two squares. 2. Q.P. takes P. 

3. KP. two squares. 3. Q.Kt.P. two squares. 

4. Q.R.P. two squares, 4. Q.B.P. one square. 

5. Q.R.P. takes P. 5. P. takes P. 

6. Q.Kt.P. one square. 

n H 2 
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FIBST DEFENCE. 



6. P. takes Q.Kt.P. 

7. K.B. takes P+ 7. Q.B. to Q. second. 

8. Q. takes P., haying a better position than the Black. 



SECOND DEFENCE. 

6. Q. to Q.B. second. 

7. P. takes P. 7. P. takes P. 

8. Q. to Q.R. fourth.-^ 8. Q.B. to Q. second. 

9. Q. takes P., and has the best position. 

THIRD DEFENCE. 

6. Q.B, to Q.R. third. 

7. Q.Kt.P. takes P. 7. P. takes P. 

8. Q.E. takes Q.B. 8. Q.Kt. takes Q.R. 

9. Q. to Q.R. fourth + 9. Q. to Q. second. 

10. Q. takes Q.Kt* 10. If he take Q.P., he will 

evidently lose Q,R. Suppose 

Q.R. to Q. square. 

11. K.B. takes P. 11. If he take Q.P. he will 

lose the Queen. If he play Q. R. to Q. B. square, you 
should move K. B. to Q. Kt. fifth, winning easily. 

FOURTH DEFENCE. 

6. Q. Kt.P. one square. 

7. Q.Kt.P. takes P. 7. Q.R.P. two squares. 

8. Q.B. to K.B. fourth. 8. If he play Q.Kt. to Q. 

second, you should play Q. to Q, R. fourth. But if 

Q.B. to Q. second. 

9. K.B. to Q. third. 

This is a much better Defence than any of the preceding^ 
though, perhaps, you have still the best of the game, on 
account of your centre Pawns. The two passed Pawns of 
the Black are, however, very dangerous : you should, as 
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soon as possible, play K.B. to Q.B. second, and afterwards 
to Q.E. fourth, to prevent those Pawns from advancing. 
Perhaps it would have been better, on the seventh move, 
to have taken P. with K.B., instead of Q.Kt.P. 



ELEVENTH GAME. 

5iaatite. «Iaclt. 

1. Q.P. two squares. 1. Q.P, imo squares. 

2. Q.B.P. two squares. 2. Q.P. takes P. 

3. K. P. two squares. 3. K. B. P. two squares ; this 

new defence of the Queen's Gambit was first published 
in the Second Series of the Palamhde^ vol. ii. page 10, 
from which this game is taken i JVIr. W. Schwartz, of 
Livonia, is the inventor of it. It does not appear to me 
a very good method of defence. 

4. K. P. one square. ' 4. Q.B. to K. third. 

5. Q.Kt. to Q.R. third. 5. Q.Kt. to Q.B. third. 

6. Q.B. to K. third. 6. Q.Kt. to Q.R. fourth. 

7. Q. checks. 7. Q.B.P. one square. 

8. It would not be good play to take P. with Q. Kt., because 

he would retake with Q. Kt., and then advance Q. Kt. P. 
two squares. If he were to retake with Q. B., and then 
play Q.Kt.P. two squares, he would lose the game. 
But suppose 

In the first place, 

K. castles. 8. Q.Kt.P. two squares. 

9. Q. to Q.B. second. 9. K.Kt.P* one square. 

10. K.Kt. to K.B. third. 10. Q.B. to Q. fourth* 

11. K.P. one square. 11. Q.B. takes K.Kt. 

12. P. takes Q.B. 12. K.Kt to K.B. third. 

13. K.R.P. two squares. 13. Q. to Q. fourth. 

14. Q. to Q. second. 14. Q.Kt. to Q.Kt. second. 
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15. Q.B. to K.Kt. fifth, 15. K.B. to KKt. second. 

16. Q.R. to K. square. 16. Q.B.P. two squares. 

17. Q.R. to K. fifth. 17. Q. takes K.B. P. 

18. KB. to its third. 18. K.Kt. to K. fifth, and 

ought to win. 

In the second place, 



8. Q.B. to Q. second. 

9. Q. takes Q.Kt. 

10. Q.B. to its third. 

11. Q. takes Q. 

12. Q.Kt. takes P. 

13. Q.Kt. to K. third. 

14. Q.Kt. to Q.B. second. 

15. K.B. to Q. third. 



8. Q. takes Q.P. 

9. Q. takes Q.Kt.P. 

10. Q. to Q.Kt. third, 

11. Q.R.P. takes Q. 

12. P. to Q.Kt. fourth. 

13. K.B.P. one square. 

14. Q.R. takes P. 

15. Q.B. takes B. 



16. Q.B. takes B., and jour game is superior to the Black's. 

Instead of taking his Q. on the eleventh moye, it would 
be better to take P. with Q. Kt. You might, on liie tenth 
move, have played Q.R. to Q.Kt. square. 



TWELFTH GAME. 



WiWt. 



WaOi. 



Q. P. two squares, 
Q. B. P, two squares. 
K,P, two squares, 
Q.P. takes P. 
K. takes Q. 



1. Q.P. two squares, 

2. Q. P. takes P. 

3. K.P. two squares. 

4. Q. takes Q. 
^ 5. The best move is Q.Kt. 

to Q. second; but suppose he plays 

Q.Kt. P. two squares. 

6. Q.B.P. two squares. 6. Q.B.P. one square. 

7. P. takes Q.Kt.P. 7. P. takes P. 

8. Q.Kt. to Q.B. third. 
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FIRST DEFENCE. 

8. Q.B. to Q. second ; or 
Q.Kt.P. one square. 
9. Q.Kt. to Q. fifth. 9. K. to Q. square. 

10. Q.Kt. to its sixth, winning a Rook for a Knight. 

SECOND DEFENCE. 

8. Q.B. to Q.R. third. 
9. Q.Kt. P. one square. 9. If he were to take Q. Kt. P. 

you would take Q.B., and afterwards Q.Kt. P. with 
K.B., &c. But suppose 

Q.Kt.P. one square. 

10. Q.Kt. to Q. fifth. 10. K. to Q. square. 

11. Q.B. to Q. second. 11. If he play Q.B. to Q.Kt. 

second, you take P. with K. B. If he play K. B. to Q. B. 
fourth, you take Q.Kt. P. with Q.B., and if he take 
K.B.P. you play Q.B. to K.B. eighth. But if 

P. to Q.B. sixth. 

12. KB. takes Q.B. 12. Q.Kt. takes K.B. 

13. Q.B. to K.Kt. fifth, checks, and wins a piece. 



THIKTEENTH GAME. 

1. Q.P. two squares. 1. Q,P. two sqtcares, 

2. Q.B. P. two squares. 2. Q.P. takes P. 

3. K. P. two squares. 3. K. P. two squares, 

4. Q.P. takes P. 4. Q. takes Q. 

5. K. takes Q. 5. Q.B. to K. third. 

6. K.B.P. two squares. 6. K.Kt. P. one square. 

7. Q.Kt. to Q. second, 7. Q.Kt.P. two squares. 

8. Q.R.P. two squares. 8. Q.B.P. one square. 

9. Q.R.P. takes P. 9. P. takes P. 
10. Q.Kt.P. one square. 
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FIRST DEFENCE. 

10. P. takes K.Kt.P. 

11. KB. takes P.+ 11. Q.Kt. to Q. second. 

12. Q.R. to Q.Kt. square. 12. Q.R. to Q.Kt. square. 

13. K.B. to Q.R. fourth. 13. K. to Q. square. 

h! K.B. takes P. 14. Q.Kt. to Q.B. fourth. 

15. K.B. to Q.B. second, and has the best of the game. 

SECOND DEFENCE. 

10. Q.B.P. one square. 

11. KB. takes P.+ 11. Q.B. to Q. second. 

12. KB. takes B.+ 12. Q.Kt. takes B. 

13. Kt to Q.Kt. square. 13. Q.R. to Q.B. square. 

14. K to Q.B. second. 14. Q.Kt. to Q.B. fourth. 

15. Q.R. takes P. 15. Q.Kt. takes KP. 

16. KKt. to K. second. 16. KB. to Q.Kt. fifth. 

17. Q.R. to Q.Kt. seventh. 17. KB. to Q.R. fourth. 

18. Q.Kt.P. one square, and you have the best of the game, 

as he must lose Q.B.P. 

THIRD DEFENCE. 

• 

10. Q.R.P. two squares. 

11. P. takes P. 11. Q.Kt.P. one square. 

12. KKt. to KB. third. 12. Q.Kt. to Q.B. third. 

13. Q.R. to its fourth, and has the best of the game. 

The error of the Blacky in this game^ consists in playing 
Q. B. to K. third, on the fifth move, instead of Q. Kt. to 
Q. second. 
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DEFENCE. 



THE BLACK HAVING THE FIRST MOVE. 



FIKST GAME. 

ISIatlt. SISaftite. 

1. Q.P* troo squares, 1. Q.P. two squares. 

2. Q.B.P. two squares. 2. Q.P. takes P. 

FIRST ATTACK. 

3. Q. to Q.R. fourth.+ 3. Q.B.P. one square. 

4. Q. takes Gambit P. 4. K.P. two squares. 

5. Q.P. takes P. 5. Q. checks. 

6. Q.Kt. to Q.B. third. 6. Q. takes P. 

The game is equal. 

SECOND ATTACK. 

3. K.P. one square. 3. K.P. two squares. 

4. Q. checks. 4. Q. to Q. second. 

5. Q. takes Q. 5. Q.Kt. takes Q. 

6. Q.P. takes P. 6. Q.Kt. takes P. 

7. If he play Q.Kt. to Q. second, you should play K.B. to 

Q.Kt. fifth. But if 
K.B.P. two squares. 7. Q.Kt. to Q. sixth.+ 

8. K.B. takes Kt. 8. P. takes K.B. 

The game is rather in favour of the White. 
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SECOND GAME. 

ISIaciL mim- 

1. Q. P. two squares. 1. Q, P. two squares, 

2. Q. B. P. two squares. 2. Q. P. takes P. 

3. Q.Kt. to Q.B. third. 3. K.P. two squares. 

FIRST ATTACK. 

4. Q.P. takes P. 4. Q. takes Q. 

In the first pUice^ 

5. K. takes Q. 5. Q.B. to K. third. 

6. KP. two squares. 6. Q.Kt to Q.B. third. 

7. K.B.P. two squares. 7. K. castles.**" 

8. Q.B. to Q. second. 8. K.Kt.P. one square, and 

jour game is at least equal to the Black's. 

In tJie second pUicCy 

5. Q.Kt. takes Q. 5. Q.Kt. to Q.B. thu-d. 

6. KP. two squares. 6. Q.Kt. takes P. 

7. Q.B. to KB. fourth. 7. KB. to Q. third. 

8. Q.B. takes Q.Kt. 8. KB. takes B. 

9. KB. takes P. 9. KKt. to K second. 

The game is equal. 

SECOND ATTACK. 

4. Q.P. one square. 4. KB. P. two squares. 

5. KP. two squares. 5. KKt. to KB. third. 

In the first place, 

6. KKt. to KB. third. 6. KB. to Q. third. 

7. K.P. takes P. 7. Q.B. takes P. 

8. K.B. takes P. 8. K castles. 

9. K. castles. 9. Q.Kt. to Q. second. 

The position is about equal. 





QUEENS 


GAMBIT. 475 




In the second place f 


6. 


K. B. P. one square ; it would be better to take K. B. P., 




or play K.Kt. to KB. third. 






6. KB. to Q.B. fourth. 


7. 


KB. takes P. 


7. P. takes KP. 


8. 


KB. P. takes P. 


8. KKt. to its fifth. (A.) 


9. 


KKt. to KR. third. 


9. Q. checks. 


10. 


K. to Q. second. 


10. K.Kt. to K sixth. 


11. 


Q. to K. second. 


11. Q.B. to KKt. fifth. 


12. 


Q. to Q. third. 


12. KKt. takes KKt. P., and 




will win 


easily. 



(A.) 

8. KKt. takes KP. 
9. Q.Kt. takes KKt. 9. Q. check*. 

10. Q.Kt. to KKt. third. 10. It would not be good play 

to take KB. on account of the check with Q. at KR. 
fifth ; therefore 

KB. takes KKt. 

11. KR. takes KB. 11. Q. takes KR.P. 

12. Q. to KR. fifth.+ 12. Q. takes Q. 

13. Kt. takes Q. 

The game is in favour of the Black. 



THIRD GAME. 



iSlacit. 



1. Q.P. two sqiiares, 

2. Q.B.P, two squares, 

3. KP. two squares. 

4. Q.P. takes P. 

5. K. takes Q. 

6. KB. P. two squares. 
7* Q.Kt. to Q.B. third. 



m^^iU. 



1. Q.P. two squares. 

2. Q.P. takes P. 

3. KP. two squares. 

4. Q. takes Q. 

5. Q.Kt. to Q. second. 

6. Q.Kt. to Q.B. fourth. 

7. Q.B.P. one square. 



1 
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FIRST ATTACK. 

8. K.B. takes P. 8. Q.Kt.P. two squares. 

9. K.B. to Q.Kt. third. 9. Q.K:t.P. one square. 
10. Q.Kt. removes. 10. Q.Kt. takes P. 

The game is about equal. 

SECOND ATTACK. 

8. Q.B. to K. third. 8. Q.B. checks. 

9. If he interpose K. B. you should check with Q. R., then 

take K.B., and afterwards play Q.Kt.P. two squares. 
K he play K.Kt. to B. third, you should play Q.Kt.P. 
two squares. But if 
K. to Q.B. second. 9. Q.Kt. takes P. 

10. Kt. takes Q.Kt. 10. Q.B. to K.B. fourth, and 

recovers the piece, with a better position than the Black. 

THIRD ATTACK. 

8. Q.R.P. two squares. 8. Q.B. checks. 

9. K.Kt. to K.B. third. 9. Q.R. checks. 

10. K. to K. square. 10. Q.B. takes K.Kt. 

11. P. takes Q.B. 11. Q.Kt. to its sixth. 

12. Q.R. to Q.Kt. square. 12. Kt. takes Q.B. 

13. Q.R. takes Kt. 13. K.B. to Q.B. fourth. 

In the first placCy 

14. P. to K.B. fifth. 14. K.B. to Q. fifth. 

15. P. to K. sixth. 15. K.B. P. takes P. 

16. P. takes P. 16. K.Kt. to K. second. 

17. K.B. takes P. 17. K.Kt. to its third, and 

afterwards playing K. to K. second, and Kt. to K.B. 
square, or to K. B. fifth, you will win P. at K. third. 

In the second place, 

14. Kt. to K. second. 14. Q.Kt.P. two squares. 

15. P. takes P. 15. P. takes P. 
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16. Q.Kt.P. one square. 16. K.B. to K. sixth. 

17. If he play R. to Q.Kt. square, you should play P. to 

Q.B. sixth, and afterwards to Q.B> seventh, &c. But if 
Q.R. to Q.B. second. 17. K.Kt. to K. second. 

18. If he play P. to K.B. fifth, you should play Kt. to Q.B. 

third, and if he then play P. to K B. fourth, you play 
Kt. to Q. fifth, &c. But if 
Q.Kt.P. takes P. 18. P. takes P. 

19. Q.R. takes P. 19. Kt. to K.Kt. third. 

20. Q.R. to Q.R. fourth. 20. Q. R. to Q. Kt. square, and 

you have a good game. 



mart. 

1. Q. P. two squares. 

2. Q, B, P. two squares, 

3. jST. jP. two squares. 

4. P. talm P. 

5. jST. taken Q. 

6. K, B, P. two sqtiares, 



7. Q,Kt. to Q. second. 



FOUKTH GAME. 

1. Q.P. two squares. 

2. Q.P.tahesP. 

3. K. P. two squares, 

4. Q. takes Q.+ 

5. Q.Kt. to Q. second. 

6. Q.Kt. to Q.B. fourth. 



7. Q.B. to Q. second. 



FIRST ATTACK. 

8. K.Kt.P. one square. 8. Q.B. to its third. 

9. K.B. to K.Kt. second. 9. K.B. P. one square. 

10. Must either lose a Pawn, or have one doubled on the 
King's file ; for if he take the Pawn you retake 
with K.Kt. 



SECOND ATTACK. 

8. K.Kt. to K.R. third. 8. Q.B. to its third. 

9. K.Kt. to K.B. second. 9. Q.Kt.P. two squares, and 

your position is better than hip. 
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THIRD ATTACK. 

8. KB. takes P. 8. Q.B. to its third. 

9. KB. to Q. fifth. 9. Q.B. takes KB. 

10. P. takes Q.B. 10. Q.R. to Q. square, and 

you recover the Pawn, with a good position. If, on the 
eighth move, Black had played KKt. to K second, 
you would have checked with Q.B. at Q.R. fifth, and 
have had a better position than the Black. 



lEREGULAR OPENINGS, 



IRREGULAR OPENINGS. 



The following Openings, varying from the preceding in 
the first or second move, are termed irregular. With the 
exception of the first they usually lead to dull and un- 
interesting games, and are, consequently, seldom played. 
The first Opening, where the second player begins by 
moving EL P. one square, is a favourite with many players, 
and certainly deserves more consideration than the others. 



FIRST GAME. 

vail^tte. iSIaciu 

K.P. two squares. 1. K.P. one square; this 

move* may be played with safety, but if not properly 
opposed, it generally transfers the attack to the second 
player. It is usual to move Q.P. two squares, or 
K. B. P. two squares, in opposition to it ; I shall 
examine both these : some players move Q. B. P. two 
squares, but there are objections to this move ; in the 
first place the Q. P. is left behind, and can rarely then 
be advanced two squares ; secondly, if one of the 
adversary's Knights be played to Q. fifth square, he 
cannot be dislodged by a Pawn. 
I I 
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IRREGULAR OPENINGS. 



2. Q.P. two squares. 2. Q.P. two squares. 

3. ,Tou should take his Q. P., as in a subsequent game. But 

suppose 
K.P. one square. 3. Q.B.P. two squares. 

4. K. B. checks ; it is rarely that this check is good play, 

instead of it you may play Q. B. P. one square. 

4. Q.Kt to Q.B. third. 

In the first place, 



5. KB. takes Et"** 5. 

6. Q-B.P. one square. 6. 

7. KKt. to K.B. third. 7. 

8. Q.Kt. to Q. second. 8. 

9. Q.B.P. takes P. 9. 

10. Q.Kt. to ite third. 10. 

11. K.Kt. takes P. 11. 

12. Q.B. to Q. second. 12. 

13. KKt. to K second. 13. 

14. KB. P. two squares. 14. 



5. 

6. 

7. 

8. 

9. 
10. 
11. 



P. takes KB. 
Q. to Q.Kt. third. 
Q.B. to Q.R. third. 
P. takes Q.P. 
Q.B.P. one square. 
P. takes P. 
KB. checks. 
KKt to K. second. 
KKt. to Q.B. third. 
Q. to K. sixth, and has 



an excellent position. 

In the second placBy 



Q.B. P. one square. 
KB. takes Kt.+ 
KB. P. two squares. 
Q.B.P. takes P. 
KKt. to KB. third. 
K castles. (A.) 
KKt. takes P. 



12. Q.B. to K third. 



5. Q. to Q.Kt. third. 

6. P. takes KB. 

7. P. takes Q.P. . 

8. Q.B.P. one squilre. 

9. Q.B. to Q. second. 

10. P. takes P. 

11. KB. to Q.B. fourth. 

1 2. Q. takes Q. Kt. P. and wins. 



(A.) 

10. Q.Kt. to Q.B. third. 10. KKt. to KR. thu-d. 

11. If you castle you will lose Q.P. at the least ; therefore 
Q.Kt.P. one square. 11. K.Kt. to KB. fourth. 

12. Q.Kt. to K second. 12. P. takes Q.P. 

13. KKt. takes P. 13. KB. checks. 
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14. K. to K.B. square. 14. Et. takes Kt. 

15. If you take Kt. with Q. he will exchange Queens, fuid 

then play K. B. to Q. B. sixth. If you take Kt. with 
Kt., he will also play K.B. to Q.B. sixth, winning 
either Q.R. or Q.Kt. 



SECOND GAME. 

1. K.P, two squares, 1. K.P, one square. 

2. Q. P, two sqtuires. 2. Q, P, two squares. 

3. K, P. one square, 3. Q. B, P, two squares, 

4. Q.B.P. one square. 4. Q.Kt. to Q.B. third. 

5. KB. P. two squares. 5. Q. to Q.Kt, third. 

6. K.Kt. to KB. third. 6. Q.B. to Q. second. 

FIRST METHOD. 

7. Q.Kt.P. one square. 7. KKt. to KR. third. 

8. Q.B. to K third. 8. P. takes Q.P. 

9. If you take P. with P. he will check with K B., having 

the best of the game. But if 
Q.B. takes P. 9. KB. to Q.B. fourth. 

10. Q.B. takes B. 10. Q. takes B., and has the 

best of the game. 

SECOND METHOD. 

7. K.B, to K. second. 

FIRST DEFENCE. 

7. KKt. to KR. third. 

8. If you castle he will exchange Pawns, and then play 

KKt. to KB. fourth, winning a Pawn. If 
Q.Kt.P. one square. 8. P. takes Q.P. 

9. Q.B.P. takes P. 9. KB. checks. 

10, Your position is much inferior to the Black's, for if you 
move K to K.B. square, he will play Kt to K. fi- 
ll 2 
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DUtEGUULR OPENINGS. 



fourth. If joQ play K. to B. 
Q.R. to Q.B. square. 



second, he will plaj 



SECOND DEFENCE. 

7. Q.B. to Q.B. square. 

In the first pkuXj 

8. K. castles. 8. P. takes Q.P. 

9. If you take P. with K.Kt, he wiU play K.B. to Q.B. 

fourth ; and if you then play Q.B. to K. third, you ¥all 
lo6eQ.Kt.P. ; therefore 
Q.B.P. takes P. 9. QJKt. takes Q.P. 

10. KKt. takes Kt 10. KB. to Q.B. fourth. 

11. Q.B. to K third. 11. Q. takes Q.Kt. P., recovers 

the piece, with a hetter position. 

In the second placey 



8. 


Q.Kt.P. one square. 


8, P. takes Q.P. 


9. 


Q.B.P. takes P. 


(A.) 


9. KB. checks. 


10. 


E. to B. second. 




10. Kt. takes Q.P. 


11. 


Kt. takes Kt. 




11. Q.R. takes Q.B. 


12. 


Q. takes Q.R. 




12. Q. takes Kt., checks, and 






wins 


Q.R. 






(A.) 


9. 


K. Kt. takes P. 




9. Kt. takes Kt. 


10. 


Q.B.P. takes Kt. 




10. KB. checks. 


11. 


K. to B. square. 




11. Q.R. takes Q.B. 


12. 


Q takes B. 

to win. 




12. Q. takes Q.P., and ought 




In 


the third place. 


8. 


Q.R.P. one square. 


8. KB. P. one square. 


9. 


Q.Kt.P. two squares. 


9. P. takes Q.P. 


10. 


Q.B.P. takes P. 




10. KB. to K second. 


11. 


K. castles. 




11. P. takes KP. 


12. 


KB. P. takes P. 




12. Kt. takes KP. 



IRREGULAR OPENINGS. 
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13. K.Kt. takes Kt. 

14. Q. takes Q.R. 

15. K. to R. square. 



13. R. takes Q.B. 

14. Q. takes P.+ 

15. Q. takes Kt., and has the 



best of the game. 



THIRD GAME. 



1. K. P. two squares, 1. 

2. Q.P. two squares. 2. 

3. K, P, one square, 3. 

4. Q. JB. P. one square. 4. 

5. K.B. to Q.Kt. fifth. 5. 

6. K.B. takes Kt 6. 

7. K.B.P. two squares. 7. 

8. Q.B.P. takes P. 8. 

9. K.Kt. to B. third. 9. 

10. Q.Kt to B. third. 10. 

11. K. castles. 11. 

12. Q.Kt. to K. second. 12. 

13. Q.Kt. takes P. 13. 

will win. 



ISIarit. 



K. P, one square. 

Q.P. two squares. 

Q. JB. P, two squares. 

Q.Kt. to Q.B. third. 

Q. to Q.Kt. third. 

P. takes K.B. 

P. takes Q.P. 

P. to Q.B. fourth. 

Q.B. to Q. second. 

K.Kt. to R. third. 

K.Kt. to KB. fourth. 

P. takes Q.P. 

K.B. to Q.B. fourth, and 



FOURTH GAME. 



«9ft1^tte. 

L K. P. two squares. 

2. Q. P. two squares. 

3. K.P. one square. 

4. Q. B. P. one square. 

5. K.Kt. to KB. third. 

6. KB. to Q. third. 

7. KB. to Q.B. second. 



IBIarit. 

1. K.P. one square. 

2. Q.P. two squares. 

3. Q.B. P. two squares. 

4. Q. Kt. to B. third. 

5. Q. to Q.Kt. third. 

6. Q.B. to Q. second. 

7. Q.Rk to Q.B. square. 
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8. 


K. castles. 


8. KB. P. one square. 


9. 


Q.Kt.P. one square. 


9. Q.B.P. takes P. 


10. 


Q.B.P. takes P. 


10. KB. P. takes P. 


11. 


P. takes P. 


11. KB. to Q.B. fourth. 


12. 


K.Kt. to its fifth. 


12. KKt to K second. 


13. 


Q. checks. 


13. KKt. P. one square. 


14. 


KB. takes K.Kt.P.+ 


14. KKt. takes B. 


15. 


KKt.P. takes K.R.P. 


15. Q.Kt. takes KP. 


16. 


Q.B. to Q.Et. second. 


16. KB. to Q. fifth. 


17. 


Q.B. takes B. 


17. Q. takes Q.B., and has 




evidently the best of the game. 



FIFTH GAME. 

1. K,P, two squares, 1. K,P, one square. 

2. Q. P. two squares. 2. Q. P. two squares. 

3. K.P, one square. 3. Q.B.P. two squares. 

4. Q.B.P. one square. 4. Q Kt. to Q.B. third. 

5. Q.B. to K third. 5. Q. to Q.Kt. third. 

In the first pUwe, 

6. Q.Kt.P. one square. 6. P. takes Q.P. 

7. Q.B.P. takes P. 7. KB. checks, and compels 

you to move the King, in order not to lose a Pawn. 

In the second placey 

6. Q. to Q. second. 6. Q.B. to Q. second. 

7. KB. P. two squares. 7. Q.R. to Q.B. square. 

8. KKt. to KB. third. 8. K.Kt. to KB. third. 

9. KB. to Q. third. 9. P. takes Q.P. 

10. Q.B.P. takes P. 10. Q.Kt. to its fifth. 

11. If you play Q.Kt.P. one square, he will win either Q. or 

K.R., by checking with Q.R. But if 
K. castles. 11. Q.Kt. takes KB. 

12. Q. takes Kt. 12. Q.B. to Q.Kt. fourth, and 

will win. 
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SIXTH GAME. 

t»|tte. VUriL 

1. K,P, two squares, 1. K,P, one square, 

2. Q, P. two squares, 2. Q, P, two squares, 

3. K.P. takes P. 3. Q.P. takes P. 

4. Q.B.P. two squares. 

FIRST DEFENCE. 

4. p. takes Q.B.P. 

5. K.B. takes P. 5. K.B. to Q. third. 

6. Q. to Q.Kt. third. 6. Q. to K. second.+ 

7. K.Kt. to K. second. 7. K.Kt. to K.B. third. 

8. K. castles. 8. K. castles. 

9. Q.Kt. to Q.B. third. • 9. Q.Kt. to Q.B. third. 
10. K.B. to Q. third. 

The position is slightly in favour of the White, who 
has, however, an isolated Pawn. 

SECOND DEFENCE. 

4. K.Kt. to K.B. third. 

5. Q.Kt. to Q.B. third. 

In the first place, 

5. Q.P. takes P. 

6. K.B. takes P. 6. If he play K.B. to K. 

second, you should play K.Kt. to K.B. third, and 
then, if both castle, the game will be nearly equal. 
But if 

K.B. to Q. third. 

7. Q. to K. second."*" 7. Q. to K. second. 

8. Q. takes Q. 8. K.B. takes Q. 

9. Q.B. to K.B. fourth, and the game is about equal. 

In the second place, 

5. K.B. to K. second. 
6. K.Kt. to K.B. third. 6. K. castles. 
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7. KB. to K. second. 7. Q.P. takes P. 

8. K.B. takes P. 8. Q.B. to KKt. fifth. 

9. K. castles. 9. Q-^t. to Q-B. third. 
10. Q.B. to E. third. 

Major Jaenlsch says, the game is equal; I rather prefer the 
Black's 

THIRD DEFENCE. 

4. Q. B.P. two squares ; if 
instead of this move he were to play E.B. to Q. third, 
you might advance Q.B.P. 

5. Q.P. takes P. 

In the first places 

5. Q. to Q.R. fourth.+ 

6. Q.B. to Q. second. 6. Q. takes P. 

7. P. takes Q.P. 7. K.Kt. to K.B. third 

8. Q.Kt. to Q.B. third. 8. K.Kt. takes P. 

9. Q.R. to Q.B. square, and has the best position. 

In the second place^ 

5. Q.P. one square. 

6. Q.Kt.P. two squares. 6. Q.R. P. two squares. 

7. KKt. to KB. third. 7. Q.R.P. takes P, 

8. Q. takes Q.P. 8. Q. takes Q. 

9. KKt. takes Q. 9. KB. takes P. 

10. KKt. to Q.Kt. fifth. 10. Q.Kt. to Q.R. third. 

11. Q.B. to Q.Kt. second. 11. KB. P. one square. 

12. KB. to Q. third. 12. Q.B. to Q. second. 

13. K.Kt. to Q. fourth. 13. KKt. to K. second. 

The game is about equal. 
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SEVENTH GAME. 



9SmiU. SUtlt. 

1. K.P. two squares. 1. K.P. one square. 

2. Q.P. two squares, 2. Q.P. two squares. 

3. K.P. takes P. 3. K.P. takes P. 

4. K.Kt. to K.B. third. 4. K he play Q.B.P. two 

squares, you should check with K.B., and afterwards 
castle, having the best position. But if 

K.Kt. to K.B. third. 

5. K.B. to Q. third. 

In the first place J 

5. KB. to Q. third. 

6. K. castles. • 6. K. castles. 

7. Q.B.P. two squares. 7. Q.B.P. two squares. 

8. Q.P. takes P. 8. K.B. takes P. 

9. P. takes Q.P. 9. Q. takes P. 
10. Q.Kt. to Q.B. third. 

There is not much difference in the game. 

In the second place, 

5. Q.B.P. two squares. 

6. K. castles. 6. P. takes Q.P. 

7. K.B. checks. 7. Q.Kt. to Q.B. third. 

8. KKt. takes Q.P. 8. Q.B. to Q. second. 

9. K.R. checks. 9. KB. to K second. 

White has rather the better position. 



EIGHTH GAME. 

5iaajfte. »i«f*. 

1. K.P. two squares. 1. K.P. one square. 

2. K.B.P. two squares. 2. Q.P. two squares. 
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3. K.P. takes P. 3. KP. takes P. 

4. K.Kt. to KB. third. 4. Q.B.P. two squares. 

5. There would be no advantage in checking with K.B. : 

it is better to plaj 
Q.P. two squares. 5. Q.Kt. to Q.B. third. 

6. Q.B.P. one square. 6. KKt. to KB third. 

7. Q.B. to K thurd. 7. Q. to Q.Kt. third. 

8. If you play Q. to Q.B. second, he will move Q.B. to 

KB. fourth. But if 
Q. to Q.Kt. third. 8. Q.Kt. to Q.R. fourth. 

In the first place, 

9. Q. takes Q. 9. P. takes Q. 

10. KB. checks. 10. Q.B. to Q. second. 

11. K.B. takes Q.B.+ 11. K takes KB. 

12. Q.Kt. to Q. second. 12. Q.R. to K squtire. 

13. KEt. to K fifbh,+ and afterwards castles, with a good 

game. 

In the second place, 

9. KB. checks. 9. K to Q. square. 

10. Q. to Q.R. fourth. 10. Q.R.P. one square. 

11. K.B. to K second. 11. Q. takes Q.Kt.P. 

12. Q. takes Q.Kt.+ 12. KKt. P. one square. 

13. Q. to Q.R. third. 13. Q. takes Q.R. and will 

win, says Major Jaenisch ; this seems to me not cor- 
rect, on account of the bad position of the Black's 
Queen ; White should now move Q. to Q. Kt. third, 
threatening to take Q.Kt.P. ; if Black defend it, 
White may castle, in order to play out Q.Kt., win- 
ning the Queen. If Black play in any other way, 
I think White will still have the best of the game. 
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NINTH GAME. 



1. K.P, two squares. 

2. K, B. P. two squares. 

3. K.P. one square. 



1. K.P, one square. 

2. Q. P. two squares. 

3. Q.B.P. two squares. 



In the first place. 



4. Q.B.P. one square. 

5. KB. to Q. third. 

6. KB. to Q.B. second. 
KKt. to B. third. 
Q. to K. second. 
Q.Kt.P. two squares. 
Q.R.P. takes P. 
Q.P. two squares. 



7. 
8, 
9. 

10. 

11. 



12. K castles. 



4. Q.Kt. to Q.B. third. 

5. Q. to Q.Kt. third. 

6. Q.B.P. one square. 

7. KB. to Q.B. fourth. 

8. KKt. to KR. third. 

9. P. takes P. en passant. 

10. K.Kt. to its fifth. 

11. K.B. to K second. 

12. K castles. 



The position is somewhat in favour of the White. 

In the second placcy 

4. KB. checks. 4. Q.Kt. to Q.B. third. 

5. KB. takes Kt+ 5. P. takes KB. 

6. Q.B.P. two squares. 6. Q.B. to Q.R. third. 

7. Q. to Q.R. fourth. 7. Q. to Q.Kt. third. 

8. Q.Kt. to R. third, and the position is in your favour. 

In the third place, 

4. KKt. to KB. third. 4. 

5. Q.P. one square. 5. 

6. KB. to K second. 6. 

7. K castles. 7. 

8. Q.B.P. one square. 8. 

9. P. takes Q.P. 9. 
10. Q.Kt. to Q. second. 10. 



Q.P. one square. 
Q.Kt. to Q.B. third. 
KKt. to KR. third. 
K.B. to K. second. 
K. castles. 
Q.B.P. takes P. 
KB. P. two squares. 



The game is about equal. 
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1. AT. P. two squares* 

2. JT. JB. P. two squares, 

3. JT. P. on« square. 

4. JSr. A'^ ^0 AT. ^. ^Atrrf. 

5. Q.B.P. one square. 

6. K.B. to Q. third. 

7. KB. to Q.B. second. 



TENTH GAME. 

1. K.P, one square. 



2. Q.P. trvo squares. 

3. Q, B. P. ^n?o squares. 

4. Q.Kt. to Q.B. third. 

5. Q. to Q.Kt. third. 

6. Q.B. to Q. second. 



In the first place^ 

7. Q.R. to Q.B. squai-e. 

8. Q.P. one square. 8. K.B.F. one square. 

9. K. castles. 9. K.B. to K. second. 
10. K. to K.R. square. 10. KKt. to K.R. third. 

There is little difference in the game. 

In the second pUice, 

7. K.B.P, one square. 



8. 


K. castles. 


8. P. takes K.P. 


9. 


K.B.P. takes P. 


9. K.Kt. to K.R. third. 


10. 


K. to K.R. square. 


10. K.Kt. to K.B. second. 


11. 


Q.P. two squares. 


11. P. takes Q.P. 


12. 


Q.B.P. takes P., and 
game. 


jou have rather the best of the 



1. K.P. two squares. 

2. K. B. P. two squares. 

3. K. P. one square. 

4. Q. B. P. OTie square. 



ELEVENTH GAME. 

1 . K.P. one square. 

2. Q.P. two squares. 

3. Q. B. P. two squares. 

4. Q,.Kt.to (IB. third. 
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5. K.Kt. to KB. third. 5. KB. P. one square. 

6. Q.Kt. to Q.R. third. 6. KKt, to KR. third. 

7. Q.Kt. to Q.B. second. 7. Q.B. to Q. second. 

8. Q.P. two squares. 8. Q. to Q.Kt. third. 

9. Q.KtP. one square. 9. Q.R. to Q.B. square. 

10. KB. to Q. third. 10. KKt. to KB. second. 

11. Q.B. to K third. 11. Q.B.P. takes P. 

12. Q.B.P. takes P. 12. KB. P. takes P. 

13. KB. P. takes P. 13. KB. checks. 

In the first place, 

14. K. to KB. second. 14. K castles. 

15. KR. to KB. square. 15. KB. to Q.B. sixth. 

16. Q.R. to Q.B. square. 16. KB. to Q. Kt. seventh. 

17. Q.R. to Q.Kt. square. 17. KB. takes Q.P. 

18. If you take KB. with Q.Kt., he wiU take KP. with 

K. Kt. But if 

Q.B. takes KB. 18. Q.Kt. takes Q.B. 

19. Q.Kt. takes Kt. 19. KKt. takes KP. 

20. K to K. second. 20. Kt. takes KKt., and 

afterwards advancing KP. will have the best of the 
game. 

In the second place, 

14. Q.B. to Q. second. 14. K castles. 

15. Q.B. takes KB. 15. Q.Kt. takes Q.B. 

16. Q.Kt. takes Kt. 16. Q. takes Q.Kt.+ • 

17. Q. to Q. second. 17. Q. to Q.Kt. third. 

18. You may move K. to K. second square, and the game 

will be about equal, or you may play 
K castles with KR. 18. K.Kt takes KP. 

19. KB. takes K.R.P.+ 19. K takes KB. 

20. Kt. takes Kt., and the game is about equal. If he were 

now to play B. to Q. Kt. fourth, you should move K R. 
to KB. fourth. 
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TWELFTH GAME. 

1. ILF. two squares. 1. Q.B.P. two sq[iiares; this» 

in the opinion of Major Jaenisch, (firom whose woik this 
and the succeeding Grames of this Opening are chieflj 
taken,) is the best possible move for the Defence ; I 
confess I do not perceive its peculiar excellence ; at the 
same time I believe it to be a good move. 

2. K 70U play K.B.P. two squares, or Q.B.P. one square, 

he will move K.P. one square, reducing it to one of 
the Openings of the Elng's Pawn one square. But 
suppose 
K.Kt to KB. third. 

FIRST DEFENCE. 

2. Q.Kt. to Q.B. third. 

3. Q.P. two squares. 3. P. takes Q.P. 

4. E.Et. takes P. 4. E.P. two squares. 

5. It would not be good play to take Q.Et., because he 

would retake with Q.Et.P. ; therefore 
E.Et. to E.B. third. 5. E.Et. to K B. third. 

6. E.B. to Q. third. 6. E.B. to Q.B. fourth. 

7. E. castles. 7. E. castles. 

8. Q.B. to E.Et. fifth. 

There is but little difference in the game. 

SECOND DEFENCE. 

2. E.P. one square. 

3. Q.P. two squares. 3. Q.P. two squares. 

4. EP. takes P. 4. E.P. takes P. 

5. Q.B.P. two squares. 

In the fir9t place, 

5. Q.B. to K. third. 

6. Q. to Q.Et. thiid. 6. Q.P. takes P. 
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7. KB. takes P. 7. Q.B. takes B. 

8. Q. takes Q. B.^ having a better position than the Black. 

In the second place, 

5. Q.B.P. takes P. 
6. It would not be good play to take Q.P. with Q.B.P., 
because he would check with Q. at Q.R. fourth. You 
may take P. with Q., or 





KKt. takes P. 


6. 


Q.Kt. to Q.B. third. 


7. 


KKt. takes Q.Kt. 


7. 


P. takes K.Kt 


8. 


P. takes P. 


8. 


Q. takes P. 


9. 


Q. takes Q. 


9. 


P. takes Q. 



10. K.B. checks, and afterwards will castle, having the best 
of the game. 



THIKTEENTH GAME. 

1. K.P. two squares. 1. K.P. two squares. 

2. Q. P. two squares ; this is not a very good move, but 

may be played without much danger. The following 
moves are mostly taken from Major Jaenisch's work : 
2. K.P. takes P. 

3. If you take P. with Q., he will move Q.Kt. to Q.B. 

third, compelling you to remove Q. to Q. square, as 
the best; he will then play K.B. to Q.B. fourth, 
having more pieces in play than you. But suppose 
you play 
KKt. to K.B. third. 3. Q.B.P. two squares; it is 

better to check with KB., see the Variation. 

4. Q.B.P. one square. 

FIRST DEFENCE. 

4. Q. to K second. 

5. KB. to Q. third. 5. Q.P. two squares. 
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6. K. castles. 6. Q-^- takes P. 

7. K.B. takes P. and has the best of the game. 

SECOND DEFENCE. 

4. p. takes Q.B.P. 

5. Q.Kt takes P. 

In the first place^ 

5. Q.Kt. toQ.B. third. 

6. Q.B. to KB. fourth. 6. Q.P. one square. 

7. Q-Kt to its fifth.' 7. If he play KKt. to KB. 

third, you take Q.P. with Q.B. But if 

Q. to Q.R. fourth.+ 

8. Q. to Q. second. 8. Q. takes Q.+ 

9. KKt. takes Q. 9. K to Q. second. 

10. K.Kt. to Q.B. fourth, and recovers the Pawn, with a 
good game. 

In the second place, 

5. Q.P. one square. 



6. 


Q.B. to KB. fourth. 


6. Q.B. to KKt fifth. 


7. 


Q. to Q. second. 


7. Q.Kt. to Q.B. third. ' 


8. 


KB. to Q.Et. fifth. 


8. KKt. to KB. third. 


9. 


K castles with Q.R. 


9. Q.B, takes Kt. 


10. 


KKt. P. takes B., and wiU afterwards win Q.P., and | 




have a good game. 





VARIATION, 

BEGINNINQ AT THE THIRD MOVE OF THE BLACK. 

«»tite. Slarft. 

1. K.P. two squares, 1. JT.P. two squares, 

2. Q.P. two squares. 2. K.P. takes P. 

3. BLKt. to K.B. third. 3. KB. checks. 

FIRST METHOD. 

4. Q.B.P. one square. 4. P. takes P. 

5. Q.Kt.P. takes P. 5. KB. to Q.B. fourth. 
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6. K.B. to Q.B. fourth. 6. Q.P. one square. 

7. Q. to Q.Kt. third. 7. Q. to K.B. third. 

In the first place^ 

8. Q.B. to K.Kt. fifth. 8. Q. to KKt. third. 

9. K castles. 9. K.R.P. one square. 

10. Q.B. to KB. fourth. 10. K.Kt. to K. second. 

11. K.P. one square. 11. K. castles, and has the 

best of the game. 

In the second place, 

8. K. castles. 8. K.R.P. one square. 

9. K.R. to K. square. 9. K.Kt. to K. second. 

10. K.P. one square. 10. Q.P. takes P. 

11. Q. to Q.Kt. fifth.+ 11. Q. to Q.B. third. 

12. K.Kt. takes K.P. 12. Q. takes Q. 

13. K.B. takes Q.+ 13. Q.B.P. one square. 

14. K.B. to Q.B. fourth. 14. K. castles, having a Pawn 

more, and a good position. 

SECOND METHOD. 

4. Q.B. to Q. second. 4. KB. to Q.B. fourth. 

6. Q.B. to KB. fourth. 

FIRST DEFENCE. 

5. Q. to K second. 

6. K.P. one square. 6. Q.P. one square. (A.) 

7. KB. to K second. 7. Q.Kt. to Q.B. third. 

8. K castles, and you have a good position. 

(A.) 

6. K.B. checks. 

7. Q.B.P. one square. 7. P. takes P. 

8. Q.Kt.P. takes P. 8. K.B. to Q.B. fourth. 

9. KB. to Q.B. fourth, having the best position. 

K K 
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SECOND PEFEMCEt 



5. Q.Kt. to Q.B. thiri 

6. E.B. to Q.6. fourth. 6. Q.P. one square. 

7. Q.B.P. oue square. 7. P. takes P. 

8. Q.Kt. takes P. 8. Q.B. to K. third. 

9. If jou play Q. to Q.Et. third, he would take K.B., and 

not play Q.Kt. to Q.B. fourth, as directed bj Mr. 
Jaenisch, because it would give him the worst of the 
game. But suppose 
KB. takes B. 9. P. takes K.B. 

10. Q. to Q.Kt. third. 10. Q. to Q.B. square. 

11. lt.Kt. to its fifth. 11. Q.Kt. to Q, fifth, having 

the best of the game. 



FOUETEENTH GAME. 

1. K.P. two squares. 1. K.P. two squares. 

2. Q.P. two squares. 2. K.P. takes P. 

3. K.B. to Q.B. fourth. 3. If he were to play Q.Kt. 

to Q.B. third, you should play K.Kt. to KB. third, 
and the position would be the same as in the Thirty- 
fourth Game of the King's Kiiight's Opening, page 202. 

But suppose 

Q. B. P. two squares ; this 

is not so good a move as checking with KB. ; see the 

Variation. 

4. Q.B.P. one square. 

FIRST DEFENCE. 

4. p. takes P. 
6. Q.Kt. takes P. 5. Q.P. one square. 

6. Q.B. to KB. fourth. 
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In the first place, 

6. Q.Kt. to Q.B. third. 

7. Q.Kt. to its fifth. 7. Q. to Q.R. fourth.+ 

8. K. to K.B. square. 8. K,R.P. one square. 

9. Q.Kt. takes Q.P.+ 9. KB. takes Kt. 

10. Q. takes K.B. 10. K.Kt. to K. second, and 

the position is rather in favour of the Black. 

In the second places 

6. Q.B. to K. third. 

7. K.B. takes Q.B. 7. P. takes K.B. 

8. Q. to Q.Kt. third. 8. Q. to Q. second. 

9. K. castles. 9. If he play Q.Kt. to Q.B. 

third, you move Q. Kt. to its fifth. If he play K. Kt. 
to K. B. third, you play K. P. one square, in both cases 
winning Q.P. 

SECOND DEFENCE. 

4. Q.Kt. to Q.B. third. 

5. K.Kt. to KB. third. 5. P. takes Q.B.P. 

6. Q.Kt. takes P. 6. Q.P. one square. 

7. Q.B. to KB. fourth. 7. Q.B. to K third. 

8. KB. takes B. 8. K.B. P. takes B. 

9. Q. to Q.Kt. third. 9. Q. to Q. second. 

10. K castles with Q.R. 

In the first place, 

10. K. castles with Q.R. 

11. Q.Kt. to its fifth. 11. Q.P. one square. 

12. KP. takes P. 12. KP. takes P. 

13. Q.B. to its seventh. 13. Q.B.P. one square. 

14. Q. to Q.R. fourth. 14. Q.R. to K square. 

15. Q.B. to KKt. third, and afterwards you play Q.Kt. to 

Q.B. seventh, recovering the Pawn. 

In the second place, 

10. Q.Kt. to Q.R. fourth. 
11. Q, to Q.Kt. fifth. 11. Q.Kt. to Q.B. third. 
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12. Q. to Q. third. 12. Q.Kt. to its fifth. 

13. Q. to Q.B. fourth. 13. If he castle with Q.R. 

you play Q. Kt to its fifth, recovering the Pawn. But if 

Q.R. to Q. square. 

14. Q.Et. to its fifth. 14. Q.P. one square. 

15. Q.Kt. to Q.B. seventh, checks, and will win. 

In the third place, 

10. Q.R.P. one square. 

11. Q.B. takes Q.P. 11. KB. takes Q.B. 

12. K.P. one square. 12. Q.Kt. takes KP. 

13. K.Et. takes Kt. 13. Q. to E. second. 

14. Q. to Q.R. fourth.+ 14. K. to K.B. square. 

15. K.Kt. to Q. 8eventh.+ 15. K. to K.B. second. 

16. Q.Kt. to K. fourth. 16. K.B. to its fifth.+ 

17. K. to Q.Kt. square. 17. Q.Kt.P. two squares. 

18. Q. to Q.Kt. third, and has an excellent game. 



VARIATION^ 

BEGINNING AT THE THIRD MOVE OF THB BLACK. 



1. K.P, two squares, 1. K.P* two squares. 

2. Q. P. two squares. 2. K.P. takes P. 

3. K.B. to Q.B. fourth. 3. K.B. checks.. 

4. Q.B. P. one square. 4. P. takes P. 

In the first places 

5. Q.Kt.P. takes P. 5. Q. to K.B, third. 

6. Q. to Q.Kt. third. 6. K.B. to Q.B, fourth. 

7. K.Kt. to K.B. third. 7. Q.P. one square. 

The position is now the same as in the Variation of the 
Thirteenth Game, page 496, which see. 

In tJie secofid plcLce, 

5. KB. takes K.B.P.+ 5. K. takes KB. 

6. Q. to Q.Kt. third."*" 6. Q.P. two squares. 
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7. Q. takes K.B. 7, P. takes Q.Kt.P. 

8. Q.B. takes P. 8. Q.P. takes P. 

9. If you take P. with Q., he will play K.Kt. to KB. third, 

But if 

Q. to Q.Kt. third + 9. Q.B. to K. third. 

10. Q. takes Q.Kt.P. 10. Q.B. to Q. fourth. 

11. Q. to Q.Kt. fifth. 11. Q.B.P. one square. 

12. Q. to K. second. 12. K.Kt. to K.B. third, and 

has the best of the game. 



FIFTEENTH GAME. 

1. Q.P. two squares. 1. Q.P, two squares. 

2. Q.B. to KB. fourth. 2. Q.B.P. two squares. 

3. If you take Q.P. he wiU play Q.Kt. to Q.B. third, in 

order to advance KP. two squares. But if 
Q.B. takes Q.Et. 3. Q.B. takes B. 

4. KP. one square. 4. K.P. one square. 

5. Q.B.P. one square. 5. Q.Kt.P. one square. 

6. Q. checks. 6. B. to Q. second. 

7. Q. takes Q.R.P. ; this is a bad move, in consequence of 

the position of the Queen. 

7. Q.B.P. one square. 

8. Q.Kt.P. two squares. 8. Q.R. to its square. 

9. Q. to Q.Kt. seventh. 9. KKt, to K. second, and 

will afterwards win the Queen, by playing Q.B. to its 
third. 



SIXTEENTH GAME. 

1. Q.P. two squares. 1. Q.P. two squares. 

2. Q. Kt. to Q. B. third ; this move is not to be recommended, 

as it is by no means attacking. 

2. Q. B. P. two squares. 
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In tite first place^ 

3. Q.P. takes P. 3. Q.P. one square. 

4. Q.Kt. to K. fourth. 4. K.B.P. two squares. 

5. Q.Kt. to K.Kt third. 5. KP. two squares. 

6. If you plaj Q.B.P. one square, he will take P. with 

K. B., and on your taking Q. P. he will first check with 
K.B., and afterwards take P. with Q. But if 
Q.Kt.P. two squares. 6. Q.Kt. P. one square. 

7. Q.B. to Q.R. third. 7. P. takes P. 

8. P. takes P. 8. Q. checks, and wins Q.B. 

In the second place^ 



3. Q.B. to KB. fourth. 

4. K.P. one square. 

5. Q.Kt. P. one square. 

6. KKt to K. second. 

7. Q. to Q. second. 

8. K.B.P. one square. 

9. P. takes P. 



3. K.P. one square. 

4. Q B. P. one square. 

5. KB. to Q.Kt. fifth. 

6. Q, to Q R. fourth. 

7. KKt. to K.B. third. 

8. Q.Kt. P. one square. 

9. Q.B. to Q.R. third. 



The position is much in favour of the Black. 



SEVENTEENTH GAME. 



QBd'te. 

1. Q.B.P. two squares. 

2. Q.Kt. to Q.B. third. 

3. Q.P. two squares. 

4. Q.P. one square. 

5. Q.P. one square. 

6. Q.B.P. one square. 

7. If you play Q.B. to K 

third. But if 



1. K.P. two squares. 

2. K.B. P. two squares. 

3. K.P, one square. 

4. Q.B.P. one square. 

5. Q. to K.B. third. 

6. Q.Kt.P. one square, 
third, he will play Q.Kt. to R. 
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P. takes Q.Kt.P. 

8. Q.Kt. to Q.R. fourth. 

9. Kt. takes Q.Kt.P. 

10. Q.B. to Q. second. 

11. Kt takes Q.R. 

12. Q. takes K.B. 

13. Q. to Q. square. 

14. Q. to Q. fourth. 

15. K, to Q. square. 

16. Q.Kt. to Q.Kt. sixth. 

siderablj the best of 



7. Q.R.P. takes P. 

8. KB. takes P. 

9. K.B. checks. 

10. Q. takes Q.Kt.P. 

11. K.B. takes Q.B.+ 

12. Q. takes Q.R.+ 

13. Q. takes Q.R.P. 

14. Q. to Q.R. fourth.+ 

15. K.Kt. to K.B. third. 

16. K. castles, and has con- 
the game. 



This method of beginning the game is not commendable, 
as it is purely defensive. White, instead of advancing 
Q.P, on the fourth paove, should have played K.P, one 
square. 



EIGHTEENTH GAME. 



mmu. 



viatic 



1. 
2. 
3. 
4. 
5. 



1. Q.P. two squares. 

2. Q.B. to K.Kt. fifth. 

3. Q.B. to K.B, fourth. 

4. K.P. one square. 

If you play K.R.P. two squares, he will move Q.B. to 

K. fifth, and afterwards K. B. to K. second. But if 
K.Kt.P. one square. 5. K.B.P. one square. 



K.B.P. two squares. 
KKt. to K.B. third, 
K.Kt. to K. fifth. 
K.Kt. P. two squares. 



FIRST DEFENCE. 



6. p. takes K.B.P. 6. Q. takes P. 

7. K.Kt. to KB. third. 7. Q.B. to K.Kt. fifth, and 

has the best position ; for if you play K. P. one square, 
he will advance K.P., winning a Pawn at the least. 
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SBCOND DEFBNCE. 

6. K.Kt. to KB. third. 6. KB.P. takes P. 

7. KKt. takes P. 7. K.B. to K second. 

In the first place^ 

8. K.R.P. two squares. 8. K.B.P. one square. 

9. KEt. to B. third. 9. Q.B.toK fifth, and after- 

wards taking E. Et., will have the best of the game. 

In the second place^ 

8. Q.P. one square. 8. E.R.P. one square. 

9. Et to E.B. third. 9. E.B. to E.R. fifth.+ 

10. Et. takes E.B. 10. Q. takes Et.+ 

11. E. to Q. second. 11. Q. takes E.B.P., checks, 

and has evidentlj the best of the game, arising firom the 
bad opening of the White. 



CHESS PROBLEMS. 



L L 



As I have purposely withlield the Solutions to the following Prohlems, 
more than usual care has been taken to free them from every sort of 
error. I fear, however, that notwithstanding repeated examinations, 
some may be incorrect, and others may be solved in fewer moves than 
stated. 

There can be no doubt that those who discover the method of winning 
from the Diagrams alone, are entitled to the praise of ha\'ing fairly 
solved these Problems; but the like praise cannot be given to those 
who, placing the pieces on the board, try first this, then that move, 
until they have hit on the right one. It must, however, be confessed 
that the latter method considerably lessens the difficulty. 
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No. I. 



WiUtt to tofn (n Jpuut iWobes^ 



BLACK. 




^ 



'^^.^^^^'^ 





P^ 



i. 





















PI 





i^ 111 



^^ ^^ f ^i 




WHITE. 
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CHB8S PROBLEMS* 



No. II. 



m^itr to toin in ;ffmx HMm. 



BLACK. 




WHITE. 
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No. in. 



miUt to bin in Jfibi iVUbn. 



BLACK. 







^€i 









WHITE. 
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No. IV. 



SRifte to tofn in jfibt ^bt%. 



BLACK. 




WHITE. 
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No. V. 



SSj^itt to tuin In Jfibt iMoiftji. 



BLACK. 



kf -i 



fiS 



i I 







i^ki^ IS^^, ' 



11 



i # 



i M^JtM-^^ 









^^AMm„,¥MA 



^MM "s? '■■■ 



-'^'■■- '<Jm 






r K. 



WHITE. 
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No. VI. 



VSWit to toin in §bix inabes. 



BLACK. 



v/y^/y^/y//f. SSSSSSS^'iSff SSJ! 




M mM 














^w 








^p ^ 









WHITE. 
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No. vn. 



aStfte to fDin in Sbix inobes. 



BLACK. 






1 



J 









'tJmT\^A 



'^f^^wm 



^//if*/;/?^ ,..j^'^^'/>f" 



■ r^-j ■ ^' 



mi 






%i'.//A U,.....,A 









> 1 






# 



1 ..y. A 



WHITE. 



31 :.i 
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Na Vm. 



VSe^U to toin in Sbfx iHoto: 



BLACK. 



, ^^^.-r^.,!^. 



mm % 




WHITE. 
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No. IX. 



WLftitt to Mn in ^toi iUobes. 



BLACK. 



~W^ ^^ 



W// ^A 









m 








^^^^^^^^^^""""wn 






a 






^5;l . 



4 '^ t^i 



WHITE. 



hlf^ 



N<. IL 





BLACK. 




'< 


/Oiir 


/*• ; ;-*>/ 


■■; -r-Ti:-- 






'-' ", ^^..v.^ 


JT" -^ •"■/■, 


J' w 


: ^*% 


m 


A 


« 


tn^ 


...-^,,'- 






.„ ,„,/ --•,. 




._^,>-^^^:^ 


t 


i • •# 


'A 


'""^^ 


'''--^^-- '-^^ — ^* 


y J ^^ ,,^^ 


"" 


4 * 


^— ~^— ' 



WBITB. 
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No. III. 



m^itt to fDin in §ibi iSUrfm. 



BLACK. 




WHITE. 
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CHESS PROBLEMS. 



No. IV. 



SRjftite to Mn in Jptbe 0lobts. 



BLACK. 



'7///////VA ^Ayyy7y//A vAvy/jr/At - -^J^T^^tf ^^ 






7M ^ 













IP ■ 




^^.„.^l 





I '^''^'^'' 



WHITE. 



^t^ 
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No. V. 



m^Wt to iuin itt dfibt MtAts^ 



BLACK. 




WHITE. 
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No. VL 



mmi t^fatfnmSbfx iHokcs. 



BLACK. 




WHITE. 
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No. vn. 



WLUit to loin in ^ix Mobt%. 



BLACK. 




WHITE. 



31 :.i 
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No. VIII. 



Wim to to(n in ^ix i«obe»; 



BLACK. 






I 




WHITE. 
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No. IX. 



mifiite to Mn in S&tiun Mobts, 



BLACK. 











^^/ 






\Md^' 



Vf — ™— ^^^ 



1 



















WHITE. 
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No. X. 



SK&ite to mn in ^iben 0bt^t%. 



BLACK. 



mm M ^ tMI ^ '* 



r i 
















si ^.: 




i^^sl^ ^S?S^ ^^^^^ ^jSS^ 

^ ■ w ■ 



^^w; ""^ — *^^ 



















J 



W H I T B. 
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No. XL 



WS!bitt to fom in J^ben M^t%. 



BLACK. 




wi 



MM ^m ^ 







''^^g^' 






WHITE* 
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No. xn. 



^S&U(t tutotain ^m inobes. 



BLACK. 




/Zv/ii^^^-^, 



::^'?Tf H M 



^B ^m mM 



i 



'^m. * 




w^^ ^'*yp 





'fumm , ?^"'«5'!^^ 



W3 

'mm. ...,.,...^ p5^ ^ 

mm ^.WMA Wy/m. 






-I 





#i 



a^;?'' 






WHITE. 
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No. xni. 



WHbitt ta fuin in ^\>tn iUobes; 



BLACK. 



i-i 



i 



^^^""""'^w r'""-^^ 



i«i 





SI 








^^^,„^,„^^W^^^^^^^^^ 




WHITE. 
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n 



No. XIV. 



VBUtt to tafn m Jaifj^t 0lsiaa. 



BLACK. 












i* t 'A 



'" ^^M Wy0-^ „ 

- ' ■ r^ 















iii 





W H I T B. 
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No. XV. 



tS&iitt to fo(n in Zigj^t JDi^es. 



BLACK. 







s ill 

i,„„„„3«. el 

i 




la 

i 






&i 











km 






,^;^;;^^^^i^>;;J 





W H I T ». 








N N 
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No. XVI. 



9mtt to iBln in mif^t iVUtm. 



BLACK. 




WHITS. 
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No. XVII. 



mibiti to Jo(n (n 'Si^t iVlobes. 



BLACK. 




WHITE. 
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No. xvin. 



Sftllitt to bin in 1!i;tn iOobcs. 



BLACK. 




r^"T^ 






4 ^1 



"^1 



■ w 






"" ?^ 



m 






"^ ■ ■ " gg^K^ 



*M* 



^ ■ 









WHITE. 
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No. XIX. 



WLf^itt to fDin in ^n SVUbn^ 



BLACK* 




WHITE. 
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No. XX. 



VSUbitt to fofn in tiTen iStobes. 



BLACK. 




WHITE. 
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No. XXI. 



WlWt to Mn in £Iriien iWobes. 



BLACK. 




WHITE. 
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No. xxn. 



aWKtf to bihi tn 'Shbtn ittoiM. 



BLACK. 



I 














^^Jy^? 






^m 







m^_^m. 





W H I T B. 
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No. XXIII. 



aSBbiU to tDin in jfiitm Mobts. 



BLACK. 






1 



^^W7'-: 



Wi' 



"^mm "^"^ 




w-^-- 

^ 









fM^^ 



WMmvM wm m.M 






H__^s__^S I 



J 



WHITE. 



O O 
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No. XXIV. 



Wbiu to iDtn in Sb^mtetn ittobcs. 



BLACK. 











mi 



1^ i 




wy//A///^. 



ix55«4 4>////M.^ ^mXim, 





m... « 







a 



M M 



WHITE. 
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No. XXV. 



mim to fain fDitj^ MMtJ^iBbm in Jf«tj»-im ittoto, 

WITHOUT ANT BLACK PAWK BEING TAKEN OR MOVED. 



BLACK. 




WHITE. 
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